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SUMMER GAMES I) IMPOSSIBLE MISSION 
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You ve captured the gold in Summer Games and 
Summer Games II — now ft s on to the Winter Games' 
And whai an incredible setting - a completely realistic 
winter wonderland featuring six action-packed events 
You can compete against your friends or the computer 
First choose the country you want to represent. Then 
it s practice, training and learning a winning strategy 
for each event. Mow the Opening Ceremony and the 
competition begins. Wili you be the one who takes the 
gold at the Awards Ceremony? 

The quest for the gold continues. . .And it s all here 
— the strategy the challenge, the competition, the art 
and pageantry of Winter Games! 

► Six Winter Events: Bobsled, Ski Jump, Figure 
Skating, Free -Style Skating, Hot Dog Aerials and 
the Biathlon 

► Opening, Closing and Awards Ceremonies 
complete with National Anthems 

► Compete Against the Computer or Your Friends 
and Family 

► Unique Joystick Control — Requires Timing 
and Skill 

► One to Eight Players 
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DISK £14.95 
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computer Pet , 

Medal and something gh, 

12 WIZARD 'S LA IR |||P|)||||PPH 
Penn, Rignali et al get lost in the hot maze action 
from this new Bubble Bus Sizzler 

92 ARE YOU A WALLY ? 

We bring you the results of the Wally Week 
Questionnaire 

104 WINTER GAMES 

And after the heat of the summer, comes the 
winter chifl.but the new otie from US Gold Sizzles 

724 PARA DROID IS BORN 

Hews on Consultants can sit back, re tan and sigh 
contented! y , fo r Andrew 0 ra y bro o k's e tegant n sw 
game is a monster Gold Medal 


P SECTIONS 
7 EDITORIAL 

Some new faces, some tired feet and some boring 
pirates , . , 

18ZZAPRRAP 

Lloy, JFt and GP sift through some missives and 
stifie their outrage when it comes to replying 

48 NEWS FLASH 

It's all in the news — well some of it is anyway; 

"‘ickwyche arrives loo late for review 

f PLAYING TIPS 
Gary Penn delves into the inner mysteries of, 
among others, Frankie Goes to Hollywood end 
Everyone’s A Wally. Also, The Nodes of Vesod 
map 

f 12 ZZAP CHALLENGE 

T he Score I o rd f j r ids someone new t q I q a t he a s, for 
the first time, Gary Penn takes up the Rlgnall 
mantle 

116 ZZAP! TOR 30 

Closely followed by the comps results 

f 27 TERMINAL MAN 

The adventures of Cross and crew continue in our 
spellbinding, totally compulsive (if not 
compulsory } comic strip 






NOVEMBER FEA TUBES 
40 THROWING A CURVE 

Julian (let's play skittles with that bus queue) 
mgnall, takes a blinder round the tarmac and 
compares some motor racing games for the 64 

64 ZZAPSTlCK! 

TheZZAPERS do some frenzied waggling in our 
second detailed look at Joysticks currently on the 
market 

66 PULL OUT POSTER 

Art supremo Oliver Frey brings you The White 
Wt2£ird's nightmare in glowing (jo revision and 
other gooey hits , . . 

masterblaster II 

The return of our popular do it yourself quiz tg 
prove Eligibility to the Scorelord's roll of honour 


PRIZE COMPETITIONS 

30 WORLD CUP SOCCER 

Clemente, Tour The Spurs' Ground and 
Win Fifty Copies of McMillan's now game 

56 BASILDON BOND 

Your chance to become a famous star??? 

94 WHAT A GENTLEMANL Y GAME 

COS and Steve Davis want you to potbieck forthe 
Coral UK Championship final day tickets they’ve 
got on offer, plus some other goodies 

THE NODES OF YESOD 

50 copies of last month's big sizzler are yours if 
you re lucky (you don't have to be clever to get a 
ZZAP! wordsquare right now do you}? 

66 THE ZZAP f QUIZ 

Out of the generosity of the Editor's heart, comes 
this exciting chance to win some software of your 
choice . . . 


The next issue of ZZAP! 64 goes on sale in time for 
the 14th November— it's like doing cold turkey to 
miss rtf 
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"BLACKWYCHE" recommended retail price £9.95 inc VAT. 

Available from W.H.SMITHS, BOOTS, J.MENZ1ES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashbyde-la-Zouch, Leicestershire LE6 5JU 

(P8TP are included) Tel: 0530 411485 





• r r « : 


i ^ r^iJ 

W;*;; * ^ 


PCW SHOW BLUES 


It's okay for you lot— all you 
have to do is wear your foot out 
by walking round for one day. 
Just try being there for five full, 
Tong, long days, alt the while on 
your feet, a welcoming smile 
plastered over your face, Go on 
try it! Yes folks — it's the 
Personal Computer World 
Show! 

Actually, it's not alias bad as 
that, and being poked in the ribs 
to the accompanying stare of 
wonder to be told, 'Gosh you 
really are real/ two hundred 
times a day for five days does 
help to prove to yourself that 
you do actually exist The French 
existentialist philosophers 
would have approved 
immensely of functions like the 
PCW Show I It's not bad for sales 
either, and quite a lot of Z2API 
October issues vanished in 
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those few days. 

This year's PCW was, to my 
mind, a far more successful 
event than last year's in terms of 
the volumes of interested 
visitors to the show, although 
many of you must have gone 
a way th i n k ing th at the re w a s a 
lot to be seen, but not that much 
to pi ay, since so many stands 
seemed to be previewing their 
forthcoming releases on video 
ratherthan cassette or disk! This 
year's show was a little earlier 
than usual, so maybe that 
accounts for the lack of finished 
games. 

The Newsfield stand was very 
busy, with people coming along 
to buy all sorts of things, and so 
rapid was turnover on the 
Saturday and Sunday, that our 
stand resembled the local 
rubbish tip most of the time. 

Lots of visitors came to talk to 
Gary Penn and Jufian Rignall, 
but they wereas often as not, off 
doing the rouds of the other 
stands, so something of a traffic 
jam built up. And when it's all 
over, and everyone is worn out, 
there's all the packing up to do, 
the long return journey to the 
Shropshire wilds to be 
undertaken, and all that 
unpacking and stacking away 
the Monday morning. Shows 
are hell! But they're Tun 


well. . 


as 


newzzapers 

A couple of new faces are 
appearing for the first time in 
this issue of ZZAP! Sean 
Mastareon joins the team to tool 
after matters strategical in 
future, and brings with him his 
experience from working for 
Games Workshop and writing 
tor White Dwarf magazine and 
the sadly defunct Imagine 
magazine. Sean can write those 
inscrutable role playing games 
that list thousands of technical 
attributes for freaks of the genre 






He'll also be adding his little 
cartoon face to the main reviews 
where his strategical bent is 
useful. 

Gary L iddon used to write for 
Uig K (but we don't hold that 
against him too much), and joins 


the team after a spell at Domark. 
A wtz with the joystick, Gary 
admits to enjoying the odd 
utility or two, has written a 64 
'sprite sucker' and is a genius at 
losing cassette inlay cards so no 
one can write anything about 
the games. 

These two will be taking over 
some of Paul Sumner's review 
work, as Paul is off to college 
now, and will have less time to 
get in and see things — he's 
opted for being intelligent rather 
tna n simply clever. ... 

DISK PIRATES 


specially of the disk 
been somewhat on a I 


Piracy, esi 
type, has 
our minds the past month end a 
hatf. It seems a number of 
largely unidentified people from 
al l over the country have been 
crediting their illegal copies of 
unreleased games to members 
of the ZZAPF reviewing team. 
Several new games have been 
mentioned to me by the 
concerned software houses, all 
of which have been in our 
possession as pre-production 
versions either on cassette or on 
disk, but at the time of writing, 
none of the houses have 
managed to obtain said illegal 
copies. Naturally, we are as 
concerned as the software 
houses — the credibility and 
reputation not only of ZZAPf but 


8 


also of all Newsfield 
Publications is at risk in this. 

We reckon that our house is in 
ocd order— both ZZAP! end 
RASH have suffered a previous 
bout of 'aiding piracy' 
allegations that all proved 
totally groundless to the 
satisfaction of the software 
house whose product was 
supposedly Involved. One of the 
computer trade papers recently 
carried an article which, in thinly 
veiled terms, pointed a finger at 
a Seeding 64 software magazine, 
suggesting that a reviewer, or 
reviewers, were responsible for 
copying pre-production disks 
and leaking them into the 64 disk 
piracy network. The writer of 
this piece has said that he will 
place evidence before FAST to 
prove his point. Again, at the 
time of writing, nothing more 
has come of this. 

It seems tome that rather a lot 
of professional egos are at work 
here, and much of these 
allegations come down to 
picking an obvious scapegoat in 
the battle to prove beyond 
doubt that the illegal copy 
possessed Is as early a copy as 
possible. It's a bit like the school 
playground desire to be the very 
first with everything, The 
argument goes; 'if it came from 
a named person at ZZAPf, it 
must be the first.' This is arrant 
nonsense of course, and if 
people in this industry are 
becoming so childish as to fling 
accusations around without any 
substantiating proof, then it's a 
sad reflection on us all. We ll 
keep you posted if anything 
further develops. 
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was only last month that we 
reported on the strangest com- 
puter related phenomena yet 
seen — Little Computer People, 
This month we bring you the 
first ever review of the finished 

P roduct — The Little Computer 
eople Discovery Kit, 

The program comes eloquent- 
ly packaged complete with the 
following items: 

• The Little Computer People 
House-on-a-Oisk Research Soft- 


ware 

This is a copy of the original two 
and a half storey house used by 
the research team, Activision 
guarantee that a Little Computer 
Person will be drawn out by 
each and every one, . 


• The Computer Owner's Guide 
to Care of, and Communication 
with, Little Compute# People 

Once a Little Computer Person 
has moved in, you take on the 
responsibility of providing food, 
water and loving attention. This 
booklet gives you the basic 
details on howto start this inter- 
action with your Little Computer 
Person, 


• A Deed of Ownership 

This allows you to register your 
ownership with Activision, and 
thus become an official member 

of The Little Computer People 
Research Profect, 

• A Special Edition of Modem 
Computer People Magazine 
This humourous, full colour 
publication comes with every kit 
and reports on the history, 
habits and culture of Little 
Computer People. 


THE ACTIVISION 
LITTLE COMPUTEF 

Activioiortj £14,89 di^k only, keyboard only 


THE ZZAP! 64 UTTLE COMPUTER 
PERSON RESEARCH TEAM REPORTS... 


Friday 13th September: 
Session One 

At last! Today I received my very 
own Little Computer People Dis- 
covery Kit from Activision, In 
depth research will begin at 
once. 

I eagerly attempt to boot the 
disk with little success until ! 
realise that in my haste t forgot 
to turn on the disk drive.. Sec- 
onds later the problem is resolv- 
ed Chug, whirr, yawnl 
irrelevant Question: Why are 
Commodore disk drives so 
slow? 

Plausible Answer: Little Com- 
puter People can't run any 
faster! 

After entering my name, the 
date, month, year and time and 
waiting a further few minutes 
(he house finally appears. Great, 
except , r , No Pei Person, 
WHERE'S MY 0 LEE DIN' PET 
PERSON 7 Just how can l be 
expected to learn about Little 
Computer People when there 
aren't any. Humph I 

Precisely two minutes of 
being incredibly disgruntled 
later, l come to the conclusion 
that David Crane (head of the 
Little Computer People research 
team) is completely out of his 
tree and Little Computer People 
don't really exist at all! Feeling 
somewhat miffed I decide to in- 
form Activision of my theory 
when suddenly . . . The doorbell 
rings. Ah ha! It rings impatiently 
again and the front door flies 
open to reveal ... YES! ITS A 
LITTLE COMPUTER PERSON! 

1 can hardly contain my elation 
and proceec! to dance around 
the building while the Little 
Person checks out his. Thank- 
fully, everything seems to meet 
his approval as he searches 
through every drawer, door and 
cupboard in the place. Hold on 
he . . . He J s leaving! Wait! Come 
back! Was it something that I 
said? 

I needn r t have worried for he 
only went out to fetch a pet of his 
own — a little pink dog! Great. 
Now that he seems to have set- 
tled in okay t shall leave him in 
peace until tomorrow. 

Inane Question: Why do I feel so 
incredibly guilty about turning 
off the computer? 

Friday 13th September: Ses- 
sion Two 

I just couldn't wait until Sat- 
urday — I had to see him again, 

I load up the house for the 


secon d t i me r enteri ng m d i m ent- | 
ary details such as date, time etc 
in the process. Much to my relief 
he appears almost Instanta- 
neously, dog in tow. 

'Please would you type me a 
letter' r task tentatively. He turns 
to face me and shoots me a look 
that seems to cast doubt upon 
my sanity . , . But then he smiles 
and nods his head willingly be- 
fore making his way jovially up- 
stairs to the typewriter, 

Searching through the filing 
cabinet beside the desk, he 
produces a piece of paper. Strol- 
ling casually round the table to 
the typewriter, he sits down and 
proceeds to hammer away on 
the keyboard at a frenzied pace . 


Friday September 73, 7985 
3. 75 pm 

Dear Friend, 

I must say how pleased I am 
with my new home fetcf . , . A 
Dog really is a man's best 
friend Maybe I'll teach him a 
few tricks . 

Yours Truly , 

Adam' 

A name. He's got a name! My 
Pet Person is called Ad am 'This 
is a remarkable coincidence. The 
very first man ... The very first 
Little Computer Person , . . Both 
called Adam! I turn the radio up 
and dance around the room with 
glee for the second time today; 

while Adam While Adam 

does the same! He's obviously 
decided to try out his record 
player by playing a record of his 
own and is feverishly shaking 
his body down to the crazy 
sound of . , .1 don't believe it — 
Master of the Lamps t Wait a 
minute, whafs he doing now? 
Moon -walking! Clapping! Brill- 
iant! 

Hmmm. I am sure that Adam's 
taste in music is rather narrow 
since he seems to play nothing 
other than Master of the Lamps . 
He did put Ghostbusters on 
once, but only for a few seconds 
as when he realised what he’d 
done, he quickly whipped it off 
in disgust Huh! I shall attempt 
to culture him by sending a 
couple of new albums In the 
near future. 

Friday 13th September: 
Epilogue 

As 1 lie in my bed, slowly slip- 
ping into silent slumber. I 


ponder upon yet another trivial 
question: Do Little Computer 
People Dream of Electric Sheep? 

Saturday 14th September: 
Session Three 

Adam: still insists on playing 
Master of the Lamps on his 
record player. In fact ever since f 
boosted his record collection 
he's had four different versions 
to choose from! I wonder how 
well he plays the piano? 

I telephoned Adam this after- 
noon to see how he's getting on, 
I think everything's fine but it's 
hard to tell when you can't 
understand a word he's saying. I 
suppose I'll have to learn, I 
decide to leave Adam to his own 
devices while I go and have 
lunch. 

Two hours later I return from my 
lunch-hour (!) to find Adam lying 
in bed, a rather unhealthy shade 
of green ... 1 FORGOT TO TOP 
UP ADAMS FOOD AND 
WATER! Oh no*, t only hope l r m 
not too late to save him! Thank- 
fully Tm ndl and Adam is soon 
back on his feet, eating, drink- 
ing, exercising and showering 
etc as before. I must be more 
considerate in future for 1 may 
not be so lucky next lime . , , 
Question: When a Little Com- 
puter Person dies does his dog 
die too? 

Saturday 14th September: 
Epilogue 

Today Adam showed definite 
signs of both intelligence end 
emotion. He communicated 
with me much more frequently 
during his illness, explaining 
why he thought he was in such a 
sorry state and on occasions he 
babbled on incoherently about 
his dog. Obviously malnutrition 
has affected his train of thought. 
He also told me about how sorry 
he was that I didn't communic- 
ate with him as often as ! might 
and that he missed me ruffling 
his hair, t am deeply moved by 
such devotion, especially when I 
consider how badly I have mis- 
treated him over the past few 
days. 1 resolve to take better care 
of nim from this day on. 

Sunday 15th September: 
Session Four 

I sent Adam some more records 
to play and a book to read in- 
stead of his dreary newspaper. 
I'm glad to see he likes the book. 
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he can actually play the pianu. 
Adam has hardly been off it 
since I asked him to play some- 
thing yesterday, it was visually 
and aurally captivating as his 
hands moved deftly back and 
forth across the ivories, playing 
everything from Jazz to Class- 
ical, When I told him the date 
was the 25th of December, 
Christmas Day, he even played 
Deck the Hafts and Jingle Beils f 

Adam is thirsty. I can tell 
because he has started to drop 
sarcastic hints within his corres- 
pondence. 

Suffice it to say such subtle- 
ties as, 1 never need to worry 
about being thirsty in this house 
because there is always plenty 
of water to drink', did not go 
unnoticed! 

Sunday ISth September: 
Session Five 

My theory that Little Computer 
People are in fact intelligent has 
been reinforced somewhat after 


Adam showed an aptitude for 
playing certain simple games r 
namely Card War, Poker and 
Anagrams. Let me elaborate . * . 

My mind was otherwise 
occupied when an unusual 
noise suddenly caught my 
attention, I quickly turned and 
faced the monitor to see Adam 
knocking on the inside of the 
screen I What game can we 
p|ay?\ he queried. I stared at 
him in disbelief for several sec- 
onds before he shrugged his 
shoulders as if to say 'Oh well, 
please yourself and walked off. 
After snapping out of my 
mome ntary dare I asked Adam if 
he would like to play a game. He 
obliged and promptly thrashed 
me at Poker. Ithink he cheats... 

To make matters worse he 
also beat me at Card War (a sort 
of glorified Snap! and the 
anagrams he posed were so 
hard to unravel that I gave up in 
embarrassment. StilT, there's 
always tomorrow . . , 


Sunday 15th Saptembar: 
Epilogue 

As I lie awake on my bed in the 
cool of the night air I think to 
myself, 'They aren't as dumb as I 
fust thought'. After my rather 
feeble performance at cards 
today, Adam is probably think- 
ing precisely the converse! 

Monday 16th September; 
Session Six 

Something terrible happened 
today and I don’t think I can 
bring myself to write about it. 

Oh, alright then, if f must, ft's 
quite simple really — Adam . , . 

. . . you see he wasn't quite his 
usual, jovial self this morning 
and he . , , 

■ , , well he did look a little peaky 
and , . . 

... he went to bed and slept a lot 
and.., 

. . well, sort of looked rather ah, 


green shall we say? Yes, green. 
Well maybe not green, more 'off 
colour'. Yes, off colour. Anyway 
the point is, Adam , . . 

. . . he, er, that is to say I, er, 
forgot to give him food and 
water for a few minutes, well a 
couple of hours actually. Look, it 
wasn't my fault! I was busy! I 
had other things to think 'about 
and it sort of, ah, slipped my 
mind. It was a bug (literally) I 
Honest! 

OK, I admit itl J killed Adam 
through neglect and I’m like 
Incredibly depressed and upset 
and sorry about the whole thing 
and I didn't mean it and I’ll never 
do it again, ever, and . . . 

. . . please can i have another 
one? 


Soft ,so& — R«E> 

ITMOU&KT J 

Was nil BereeefiON.. / 
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documenl3t(0n and program is 
well thought out. 

OrEtphscs 

Animation of Pet Person 1 s 
incredibly life-like, backdrops 
are well designed and attractive, 


Bound 98% 

Pie nty of tunes a nd ye ry rea Ihtic 
FX, 


Hqq lability 90 % 

Cute, unpredica table and you've 
just got to see what he does 
next, 

Lastebility 96% 

Depends on how much care you 
take of your Pet Person! 


VuIled For 

An expensive but unique pet. 


A stunning advance in computer 
entertain merit 


about everyone in the office end 
I think he’s learned his lesson 
end will pay a little more attent- 
ion to his new one. I can't wait to 
get my own Pet Person either, 
even it Tt means buying myself a 
disk drive! 


My Experiences with 

Uttie Computer People As Relayed by Julian Rignafl 


When Gary came back from 
Activision a few months ago and 
told me of these 'Little Computer 
People' he'd seen, I thought he'd 
been consuming large quant- 
ities of alcohol during his visit, 
When one arrived in the office 
and I actually saw it, I became 
somewhat le&s cynical, I was 
informed that this particular 
Little Computer Person's name 
was Adam and that he was a 
friendly little soul 

t thought I'd try to acquaint 
myself with him on a personal 
basis, so I slipped into the back 
room and swiped a disk drive. 
Once Td set the time and date 
etc, Adam's two and a half 
storey maisonette appeared on 
the screen. Shortly thereafter 
Adam, dressed in trendy base- 
ball cap, drains, sweatshirt and 
Mikes, strolled in from behind a 
door, gave me a big smile and 
settled down in his comfortable 
easy chair. 

Well after such a friendly 
introduction how could I show 
Adam that ) liked him? I remem- 
bered that Computer People 
love to be petted so I pressed the 
relevant keys and watched with 


some amusement as a little 
hand appeared and patted 
Adam gently on the back of the 
head- He Then gave me a huge 
smile, leaned back in his chair 
and, crossing his legs, made 
himself comfortable. After 
petting him for a while I thought 
I d better introduce myself. 

'Hello, I'm Julian, pleased to 
meet you', I said* 

Adam turned towards me, 
gave me another Cheshire cat 
rrn and nodded in appreciation, 
e likes me!', I thought and 
asked him to 'Please play a 
record for me'. This inspired him 
to trot upstairs, switch on his 
record player and put on a piece 
from master of the Lamps] I was 
quite astounded, even more so 
when he started dancing I 
Over the two days following I 
became very attached to Adam 
and felt quite saddened end 
annoyed at being evicted from 
the keyboard every time Gary 
wanted to fake his turn, I was 
even more distressed when I 
found out that Gary had 'accid- 
entally' killed him. What an 
irresponsible prat! He was 
subsequently attacked by just 
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BEHIND 
THE NEW 
COMMODORE 64 



unplugging. 

Arsci much more 

'ibt it'sall done without using a single byte 
of the 64's memory - and you can leave rhe 
cartridge permanently fitted 

As a bonus, there's even a head alignment 
cassette for error- tree loading 

Just a few of the features that'll make 
your Commodore faster, easier to use and a 
lot mote versatile 

Vbu'tf find all five models at your local 
computer store, where depending on the 
features you want, puces range Frormire 
Turbo 10 at just £24.95 to the Turbo 50 
at £3995. 

Not a Jot to pay to own the ultimate 
Commodore 64. 

computer back to square one without 


We'd like to let you into a secret. 

Pluga Robcom luitoScries cartridge 
into the back of your Commodore, and you'll 
have the ulLrmate 64 

More speed; the Turbo 50 above loads 
and saves at feast 1 0 times as quickly as 
normal from cassette and five times as 
quickly from disk. 

More pewter: there are 1 6 new tape and 
disk commands (including file copy) plus 
8 new function keys, and a Centronics 
interface means you can use non - 
Commodore printers. 

It's easier to use, too-Tboikit' simplifies 
Basic writing, and there's a powerful 
machine - language monitor aid. 

Theresa Reset button, too, that puts the 









ROBCOM LTD. 36 Market Place. London NW1 1 6JP Tel; 01-209 01 18 




any food found around the cav- 
ern and fives from g lowing chall- 
ices. Other useful objects are 
wings that temporarily speed 
you up (winged feet?), bits of 
armour for Fimited protection. 
Crosses to enable you to pass 
through certain barriers and 
weapons to increase your weap- 
onry. Rings, diamonds keys and 
spells also lie about the place for 
the taking, the last two being of 
considerable importance . . . 

Certain doors in the cave can 
only be passed through when in 


The search for the four pieces of 
the amulet, sorry Golden Lion, 
takes place deep inside a mass- 
ive 256 screen network of under- 
ground caves, rooms and pass- 
ages, complete with all the 
objects and nasty creatures one 
would expect to find in such a 
dire and foreboding place. Most 
of the objects can betaken to aid 
Pete in his quest but there are a 
couple of exceptions — one or 
two things have a rather termin- 
al effect when picked up! 

You start the game with five 
lives and a limited amount of 
weaponry. Each life has a con- 
tinually depleting energy supply 
and should this run out then a 
life will be lost. Both enemy and 
lives can be replenished t no ugh 
— energy through picking up 


possession of a key. Each time 
you go through a door a key is 
used up, so you have to choose 
your exits carefully — it's very 
easy to get 'locked in' a few 
rooms when your keys run out 1 
Further keys, though, can be 
picked up In the cave or obtained 
via magic in the form of spells. 

The latter can only be used if 
you have some form of gold 
(chests, crowns, coins and bars), 
since the spell draws its power 
from the precious metal. The 
gold can be turned into either 


Wia a rd r $ Lair takes the 
general game format from 
Atic At ac, improves the 
graphics, sound and 
i gfimeplay and comes up 4 
with one of the best 
aardvarkfshoot em ups Iva 
seen in a hng white. From 
the word go the game is 
frantic — everything mo ves 
so fast that it requires 
excellent reflexes and 
swiftness of hand and mind 
to stay alive. ^ 


The graphics are crisp end 
colourful — most of the 
locations are drawn up 
quickly and efficiently on 
screen and the single 
colour sprites work 
surprisingly welt The 
sound is also very good 
with some nice pieces of 
music and some unusual 
effects, adding to the 
excellent presentation end 
overall reel of the game. 
Although unoriginal (but 
then who gives a damn 
about a program not being 
onginai anyway?) this is a 
great little game that is fas l 
furious and above all fun to 
„ p/ay, _ „ 


There's plenty of scope for 
those with cartographic 
leanings, since the game 
has seven levels with 
plenty of rooms on each 
The whole thing is very nice 
to look at, the graphics 
working very welt with 
some superb, atmospheric 
sound effects end jingles. A 
really excellent game 
which should appeal to f 
v both adventurers and J 
\ blasters alike . J 


This is undoubtedly a game 
that owes a lot to the likes 
of Uftf mate's Atic Atac and 
Sabre Wu If. Not only is it 
Similar in appearance but in 
certain gameplay elem- 
ents. This is by no means a 
bad thing since there has 
only been one other game 
of this genre available on 
the 84, namely Micro- 
mania's Swag. , 


W izard's Lair was origin- 
ally released earlier this 
year on the Spectrum 
and although it was, and indeed 
is, 3 version of Atic Atac cum 
Sabre Wolf (albeit an improved 
one), it proved as popular as its 
'counterparts'. 

The game is essentially an arc- 
ade adventure with a bit of 
shoot-a nyt h i ng -th at- mo ves 
thrown In for good measure. 
Pothole Pete, intrepid explorer 
extraordinaire, was out on 3 
subterranean stroll when he 
stumbled across the the legend- 
ary Wizard's Lair (hence the 
title), Pete knew of the legend 
(probably read the instructional 
as well) but was foolish enough 
not to take its warning seriously; 
Which explains why he’s in the 
predicament be 1 s in now. 

The Legend of the Cave (as re- 
layed by the cassette inlay! : 

*7ts a legend told long ago , 
About dark caves far down 
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nasties (Knights and Execution' 
sfs) that kill Pete on contact 
(others merely drain him of 
energy} and therefore they must 
be disposed of on sight 
On losing ell of your lives you 
are given given a message and a 
chance to 'etch your initials into 
the legend's cave' (the high 
score table) previous scores per- 
mitting, of course. You are also 
told what percentage of the 
adventure' you have completed 
and how many pieces of the 
Golden Lion you managed to re- 
cover. 


a perspective plan view and are 
all different, being composed of 
rock, stone, flora, flauns and 
even rivers and streams! Unlike 
the Ultimate game though, the 
main character, Pete, is also 
viewed from 'above', giving an 
effective overhead look. On 
moving from one location to 
another the screens 'flick' as 
opposed to scroll and any 
nasties appear very quickly 
thereafter. Most of the doors 
separating the locations open 
and close frequently which 
means you have to time your 
exit well. There are even secret 
passages to be found I 
The 256 rooms of the lair are 
spread over seven levels and 
each can be accessed by elev- 
ator in one of two ways. The first 
is the Wardrobe Lift which 
simply takes you up from one 


Bubble Bus have brought a 
genre of game to the 
Commodore that it really 
\ missed out on, Wiza rd 's 
f Lair is an aardvark in the 
age old Ultimata style, 
drawing a tot of its 
elements from the \ 
aforem entioned 
company 's Atic Atac. The 
scope of the game is 
enormous and at first can 
be a bit overwhelming as 
tt's hard to decide where to 
start. When playing you 
have to be constantly 
moving or more energy 
sapping creatures appear. , 
This can oat a bit hectic 


wr #!.<**■ 
ft SS7 1 


The Wardrobe and Magic 
Lifts are a great idea though 
the trans porta don time 
between floors is a little 
long. Even if you've had a 
lot of previous experience 
playing similar Spectrum 
games you’ll find that 
Wizard’s Lair will pose 
problems to even the most 
hardened arcade 
adventurer, AH in at! a very 
good game with some very 
effective graphic and 
gamepiay features. 
Definitely one of the best of 

■n . its type on the > 

V Commodore 


level to the next. The other is the 
Mag ic Lift, whereby if you type 
in the name of the levef you wish 
to go to, you will be magically 
transported there. Very handy. 

As Pete knew there were such 
a variety of monsters in the lair, 
he took the initiative to bring 
some axes and the tike with him;. 
Any creature that gets in the way 
can be disposed of with a care- 
fufiy, or even recklessly, aimed 
shot. Bear in mind you have a 
limited quantity of ammunition 
though! There are two particular 
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My initial expect- 
ations of Wizardry 
were high after 
seeing a couple of 
4> j impressive screen 

an( f reeding 
i Ki# some interesting 

specifications. On 
actually playing 
the game any enthusiasm was 
dispelled and I felt somewhat 
disappointed with what was 
there — it seams that a brilliant 
idea has gone to waste. The 
graphics look very good . , , until 
they move. It's not as if the scrol- 
ling is that bad, it isn't, it's just 
that there 's this inexcusable 
split screen glitch that only 
makes the seismic effect of the 
scrolling worse. The distinct lack 
of nasties in the Castfe made 
things uninteresting with only 
one to each room. This is prob- 
ably due to the fact that the 
programmer has used too many 
sprites on other things, leaving 
few for anything else. It also 


makes the game quite boring to 
play since effectively there is 
little to do other than walkabout, 
shoot a couple of spelts or open 
Chests. Sprites walking through 
each other is another common 
'feature' of the game. I found it 
very amusing to see Drinn stand 
‘under 1 a chest that was suppos- 
edly resting on the floor f The 
idea of using music for dues and 
a film -like atmosphere is a good 
one but I found the pieces soon 
became repetetive and ended 
up detracting rather than adding 
to the game. I found the graphics 
and sound to be the stronger 
elements of Wizardry as the 
gameplay is very poor. The 'pus- 
sies' posed are incredibly obs- 
cure and without the hints sheer 
the first 'level' would have been 
well nigh impossible to solve. 
The second level was just as 
awkward and unfortunately 
there aren't any further dues 
and i gave up in disgust after 
many weary hours pfay. if you're 
going to make an arcade advent- 
ure difficult it should be through 
logistics not obscurity as this 
one is. My other gripe is the way 
that one has to use the keyboard 
to go through doors and select 
actions. Surely the joystick 
should have been used mors 
affectively as it is in Paradroid 
for example. It does become 
somewhat frustrating to have to 
keep reaching for the keyboard 
m a moment of panic white 
being frantically chased by a 
gruesome beasty, only to find 
yourself losing energy and 
dying in the process. This is a 
shame, as Wizardry had the 
potential of being something 
special rather than just another 
arcade adventure as it stands. 


T he latest release from The 
Edge puts you in a very 
large Ultimate-style 
Dungeons and Dragons arcade 
adventure. 

You step into the shoes of 
Drinn, a sorcerer's apprentice, 
who is facing the trials of the 
Loremester in his Castle of Illus- 
ions. The idea is to find the 
Prime Elemental, natu rally not 
the easiest of tasks so you can 
expect to meet many foes, traps 
and puzzles. 

The game Is presented in a 
similar way to Ultimate's Knight 
Lore and Staff of Karnath— your 
man is viewed from a fly-on- the- 
wail position showing him in his 
surroundings. The castfe rooms 
scroll about you as you walk 
around them but when you 
enter a new room the screen 
flicks to the next location. 

When you start the game you 
have several types of specialized 
commands in the form of act- 
ions and spells under your con- 
trol and they are selected from 


hold It stops them In their tracks 
so they can't attack you. If they 
do attack your then you start to 
lose energy. This is shown in the 
format of a counter that starts at 
99 and ticks down to a terminal 
zero. If your energy does get a 
little low then you can use a heal 
spell that takes your energy back 
to a healthy 99. 

Find it reveais the location of 
any hidden chest when used in a 
room, The only trouble is that 
this spell has to be used with 
discretion since find its are very 
limited in number. Tell tale 
spells are used to gain dues to 
help you in the game. If you use 
a tell tale then an informative (if 
somewhat cryptic} clue will pop 
up m a box at the bottom of the 
screen. 

Drinn, as well as being an 
apprentice, is also a warrior and 
therefore can engage in battle 
with any foe he meets. To do this 
either get a fireball spell or the 
sword action. To use a fireball | 
spell effectively you have to be J 


enemy then your energy goes 
down, whether you're in sword 
mode or not. Therefore you 
have to be pretty swift in dispos- 
ing of your challenger. When 
you fight your hits and wounds 
totals come into action. These 
totals are shown numerically at 
the bottom of the screen. To suc- 
ceed in combat you have to gain 
a certain amount of 'hits' before 
your opponent inflicts enough 
wounds to kiilyou. 

There are other specialised 
spells which can be picked up 
when you search one of the 
many chests littered about the 
castle. These have to be used in 
certain situations and on the cor- 
rect things (heads on walls or a 
minotaur for example). If they 
aren't then the spell is wasted 
and you'll almost definitely have 
to start again. 

There are heaps of rooms in 
the castle and even more prob- 
lems to solve, many involving a 
backwards and forwards shuttle 
between rooms to collect the 



the keyboard. These can be used 
both to repel denizens and gain 
information. Other spells can be 
retrieved from the chests that 
are found in certain rooms. The 
basic commands are hold it, 
heal, fireball, sword, tell tale 
and find it Fireball and Hotd It 
spefls are best used on the foes 
which patrol the corridors and 
rooms Fireball completely des- 
troys them (although it usually 
takes more than one shot and I 


pointing directly at the foe. To 
shoot the foe just press fire but- 
ton end a fireball will be lobbed 
at it, Usually it takes two fireballs 
to kill a denizen, The sword 
action is slightly different to all 
the others. Once you've selected 
the sword mode you have to go 
up to the foe, press fire button 
and wiggle the joystick in Dec- 
athlon fashion, It needs several 
hits to kill a foe and all the time 
you are anywhere near any 


correct spells or to open new 
doors to a Flow you access to 
them. 

The music during the game is 
not just a nice cosmetic feature 
but has a purpose. When you 
enter a room you can teli what 
sort of foe dwells within end 
(with a little practice) how to 
deal with it 
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This program ts 
mitialfy extremely 
impressive with its 
pretty graphics end 
excellent music. 
The only trouble is 
that the game, in 
my opinion, is 
rather long winded 
and lacks any exciting action. 
Many of the (rather obscure) 
problems require a lot of going 
backwards and forwards to the 
same rooms holding up the 
adventuring aspect for long 
periods. The animation on most 
of the sprites is pmty poor, with 
only a few frames on most of 
them, although to be fair the 
backgrounds ere extremely 
good. With a little more 
excitement and action the 
program would have been 
something really special but as it 
stands its not anything ft i give it 
The Edge over the others, 


problem. 

Graphics B T^ti 

Nice backgrounds, but little 
sprite animation 

Sound 06 % 

Jolly, if repetitive tunes end nine 
of them; 

Hook ability 70 %s 

The hint sheet sends you on 
your way . . , 

Instability 77 % 

'But after 1 ?? 

Value far money Bfi% 

Nothing particularly special 

Overall 71 % 

Mice for your peepers and lugs 
I but not much of a game. 




"Md'iarr ^ 

CUTfc-TM€ 
WlTftaP 1 iM£BN 


..A 


V 



ft# 

Sits 


PIIOBLEMSTJ 

7 . ouvclcai exam 


y mw- 1.-. 


3 &i«££j£a 

=SaaS55 23 


Jinrti 

wTi rxtm . 


TUP riTILITY ^ECIAUSTS 

D^sKST SP 6 C >A»-S 








A tfMIlBtoi r.w ka w 

, W LIW CAM H M Uir-jp H 

C 21 W gui p-*im pMii bwi 1 s»i. Mndki 
t-.ti.Kilf Inr rtw n,k*% i' i* V -tpwf 
fHVff 

lArii^MrTHbN quiuiahti ir> 

*HtT Ut.« 


Sg* jjjgS* . 


-sss:-— UT"““' ^~K"~''-Kssr 

It** 

k ^ ^ ^ ‘ ■* «* 

id m iTS" ^-iii, k ^ 

* 3 ? 5 L?JT* * lfc& ' l ^i|in 5 ^ 

"" "~~Ti II 

Pip ton Df ^ 

r*"***,*.,, ONur £ 3 * 9 ~ 

T 5 iscoisEc 

V 3.0 


ISM - -- 

,a» i*l rr * 1 ■ 


lr^ ^ K *£*«** *■“ 

w»*« ‘£?£ 4 wSF «“ 

^yp i IS ■'••r - 
VJIW*'***™ 

Ouickdisc+ 


V 3.0 

8SaSSBpa 

=l“*— 1 CSSS® 


FAIT LOAD 
PLill 

UT 1 UTY CAATAilKai 


Ot j CHHCKDL3L- Lanndgf (JL^ ^0 f,v M ^.-s *&4! *4\ « watt p«f#m So iV-Mi^ pp 

k-xLdn Cht Ic^-’av^ 

Fjh LOAD iniiAVl fW ^ ISr LiTTJ norm* *crdi H*Qfti Mih mga ^kmoh! LAi br wttrtvd n m 

r«%MI-Mnjicj IOlkovIi 

*i triFt 4r r.^ir iwwt iMCM Kflwjrr | 

*■««■ iafim hi ulroM 

rm yro- rU M^ iiMpiiJEJOl 5 1 1 ^tUu? p*j-om d the Uni time e g Iflff TUR^II ^1 LDW*W**i¥ d 

iwy Mrtaji .:-iv*Tigr.] MSC SHH lgJSi.-5.T0F- «ia LOAD D - £. ! ^ nf. VHy. ^ 

imwpwfM*! OMfpiD pi%mf allwn pnrl uMi CUR fftpMtt u-jrttv In ■ CmTmrt.Vjp (m- 
n wxi iw unuenc bAi 

A if JIT iwttcJ! H Wtef. rx-t hwr huid tfis bJw . e ^K>, 5 i™rjn IMkr | 

iy*Wf"1 JTd um ip«u? wcr.ipVh 

ha m ftm, h H>. nai ft. | ; i mH hwi h*F Pul oixH AtfXTV Df w*Tvs iXFIkIkSC^ 

ORKVIKJI 

NB ip neinwy Mih 0LKB"^C R' ¥%UF**t rfOM t™±jcb 4 a E&-dU!iw war jnr^ *•,! 

lAond i Vw. 


Aik |iJ.iP'i in^fcide ind VA1 s#™d Dhr^ur Pml-J (Jrilfi Of Lrwfil C tl hiM 


Cr^dil C-PPEf uidrr ^Eivfitfd Ii y (►h-iin^ £#d>rn •* « I l t- IMr rtfid-r rrt ndjr nT .i|in-.c| t 
Il-Udhvcl r«Kq-Uiri«i wfkuint €UPilp-Cr*n Hj«d#r> irnrf prlc-t Al 4dviP-pr*«ri1 

Uuniflr Eurapt ti uii rr r ^irnipir «!■.+! I arde^ to I v«si^^dn 1 hop pir#!# 


EVESHAM MICROS 

BfllQCfE SriJEfeT, EVESHAM 

woncs M wnt t 4 ry * 

TrJ: iHUfc 419^4 


MICRO CEIMTRE 

1 756 PEfl 5 H 0 |?f J 70 AD , 
correitipGE airtMtMGHAM 

If 1:021 


1 -frl 



ZZAP! 64 November 1985 15 





Ariolasoft/Brodcrbynci, £9i95cs5S| joystick only 


Graphtcs "79^0 

Vei v pretty, with excellent 3D 


Sound 

Average title lupns. Sitd a couple 


of hi ash rig noises 


HookobiJity 6B°t] 

Destroying rhefowei lakes a 
little doing 


Value for money 53 °«iq 

Just an extension on the Buck 
Fit Jt/er theme 


Overall 5S% 

Better shoot efn ups are 
available 


S Stealth has some 
very pretty 3D 
graphics, and 
when you first play 
it seems very imp- 
ressive , The 

trouble is that it 
suffers from 

Scramble syn- 
drome’^ when you completes 
mission you start exactly the 
same mission again, only at a 
higher difficulty level* This 
means that once you've been 
through it a couple of times the 
game tends to become rather 
boring. There is a fair bit of chaf 
lenge in actually reaching the 
tower ; but the game only has 
five difficulty levels and lean see 
that mastering it won't take too 
tong 


your total, a thing that you don't 
want to happen. The speed at 
which you pass over either type 
of field is important as well The 
longer your ship is above one, 
the greater that field's particular 
effect on you. 

On the way to the Tower you 
encounter several types of alien 
hazards; these being tanks, 
planes, heat-seeking missiles, 
volcanoes, bunkers end radar 
towers* The bunkers are the 
most deadly of them ell and fire 
beeps of highly accurate bullets 
at you when you get near them. 
Radar towers fire heat-seekers 
on higher levels and the tanks 
and planes make regular 
appearances and try to track and 
bomb you. 

If you manage to get to the 
tower then you have the oppor- 
tunity to shoot at it and if you're 
on target then the whole thing 
will explode impressively and 
you can move onto a higher 
level with more aliens and fewer 
yellow energy fidds. 


Y ou are alone on a strange 
and barren planet, the only 
feature which catches 
your notice being the Dark 
Tower; This huge Black mono- 
lith towering Into the sky is 
where the evil Council of Nine 
reside and they're planning iheir 
invasion of Earth 


surface of the planet towards it. 
There is a counter on screen 
which diminishes only when 
you are actually heading to- 
wards the tower, if you turn 
away from it then the counter 
will start increasing the distance 
(like in real life). 

You also have a limited amo- 
unt of energy that also dimin- 
ishes whilst youTe flying and 
when you're hit by enemy fire. 
Luckily it can be replenished by 


going over one of the yeMow 
energy fields dotted over the 
landscape. These act as fuel 
tanks and add to your energy 
total. During a game it J s vital to 
go over quite 'a few of these 
fields otherwise you'll find your- 
self running out of energy 
before you get anywhere near 
the Tower. Acting negatively to 
the yellow fields are the red 
energy fields — if you go over 
one then it knocks energy off 


As shoot em ups go 
t don't think that 
Stealth is a partic- 
i % uiarfy inspiring 

t r 1 one. The 3D effect 

ijL ^ doesn r t work that 
well being uncon- 
vincmg and unreal- 
istic, hut at feast the 
sprites aren *t so bad. The sound 
is as weak as the graphics with a 
reasonable title tune and effects 
but little else worthy of mention. 
The gameplay is unoriginal and 
unexciting and I found the whole 
thing became very boring to 
play, very quickly. 


fiom Broderburtd 


Armed with only your Stealth 
Starfighter you have to penet- 
rate the defences of the Tower 
and destroy it T for if you don't, 
the future of freedom on Earth 
3ies In peril. With that ominous 
information you set of and race 
over the planet to try to reach the 
Tower. 

Stealth is a Buck Rogers type 
game with the similar sort of 
graphics, presentation and 
gameplay. You start a certain 
distance from the Tower and 
you have to skim across the 
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The Universe is out of control, contracting into chaos. Matter becomes energy in a cataclysmic chain 
reaction of disorder. Comets of fire cascade through the heavens - messengers of imminent doom. 

Vour mission: to restore order to the Universe by destroying chaos wherever it appears. 

Vbiir chances of survival: Nil ■ ' ■ 

" . - and you thought the Apocalypse was gonna be bad! fir 
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life seems to have been rather hectic recently, what with the 
PCW Show— not that I spent more than an hour wandering 
around on one of the trade days, but five days out of everyone's 
schedule does make for something of a black time hole. Ludlow 
$eems very quiet after the noise and bustle of Gfympia, 
especially to country humksns like Penn, Rignall Sumner and 
Ntangram. It s okay for big city sleepers like our new man Gary 
Liddom but the rest of us like a peaceful life — witter, witter, 
witter . . . 

Onto this month's RRAP — another fairly mixed bunch of 
letters without too many singular obssessions, and the letter 1 
thought deserved the software prize this month goes to this one 
below, because I think the sentiments are good . . . 


?f bt . .. 


LETTER FROM A 
NUN 

Dear Editor. 

Having read your interesting 
advert isernent in the September 
issue of Writers' Monthly, I write 
to say what a splendid work you 
have recently begun. So you are 
catering for games and sport 
which in my op in ion means time 
well spent on suitable, 
recreational work. Von will 
gradually lessen the vandalism 
which seems to be operative in 
every town, village and city 
Well done . . . May ti succeed for 
many long years. As I go about 
the streets and lanes in ou r area, 

I am convinced that so much 


WHAT ABOUT THE 
RELEASE DATE, 
MATE? 

Dear Lloyd, 

After seeing the review of Beach 
Head if in issue four, and after 
reading the words. The long 
awaited follow on to Beach Head 
is here\ I rushed straight out to 
my local computer store to buy 
th is prog ra m o n I y to be to I d that 
it had not arrived yet. 

Accept i ng th at they a re not th e 
most up to date shop in the 
world (they're still trying to sell 
Attack of the Mutant Carnets for 
nine quid), I travelled five miles 
to a larger shop but received the 
same answer. By now I was 


destruction goes on simply 
because t he you th of tod a y h a ve 
nothing bettor to do. Some are 
not educated enough to take on 
higher studies, or maybe they 
lack the intelligence. Others just 
glory in damaging property and 
what belongs to other people. 
Games of quite another type are 
just what they need. The 
evening classes which will be 
commencing in mid September 
have much to offer but some 
tastes are not easy to please. 
Your offer may just be their 'cup 
of tea; 

I like the phrase in your 
advert; This magazine is 
dedicated to entertainment . . , 
The word dedication means a lot 
to mo. I see it as doing one's job 
properly , , .everybody'® 
service. i P d like a computer game: 
and when the cost goes down, 
maybe I will have one for the 
youth in this this area, many of 
whom come to me for music 
lessons and folk — song. 

Very sincerely, 

Sister Mary Laurence, 
Leamington Spa 

And so say all of us, .. 

LM 


getting desperate and took the 
train to Oxford Street. At last 
there was someone who know 
when it was going to appear , . „ 
August 12th, August 12 th? That 
meant I was going to have to 
wait three weeks for a program 
which you said was already 
here. 

For ail the money I spent out 
on numerous train and bus 
fares, not to mention all the 
phone calls to different shops, I 
just wish that you could have 
taken into account when most 
people would have read your 
magazine and printed an 
approximate date for general 
availability. ITn not saying that 
you are the only magazine to do 
this. Indeed one magazine (no 


names but their initials are CU) 
printed their review of the game 
in their July issuef 
im sum there are many other 
readers who have had the same 
problems, so if ZZAPF Is to 
remain the best magazine for 
Commodore software please, 
please, please print an expected 
release date with all of your 
reviews, 

Duncan Hale, Herts. 

Perhaps Jazza (who lost the 
Chat le nge then?} R i y n al I, g uilty 
of the crime, better explain . . . 

'When I said that Beach Head 
W was here f meant that it was 
finished and ready to go out as 
in 'at /ast they W finished and 
it's here ' (specie fly after seeing 
the advert several months 
before). The trouble with 
printing release dates is t hat 
they're more trouble than 
they're worth — a large 
percentage aren V strictly 
adhered to (Ffite for 
example), J R 
There rs a ruling by GOD 
(Guild of Software Distributors) 
that companies should have 
official release dates, and this 
situation is tending to improve. 
LM 


WHERE'S THE RED 
ARROWS? 

Dear Editor, 

I am writing in reference to your 
Draw <i Red Arrows Flying 
Machine' competition in issue 
two I entered this competition 
and my name was printed in 
issue five ns one oi Ehe one 
hundred winners, I have been 
waiting now for about thirty 
days but there has been no sign 
of my game Could you please 
see what has happened to it? 
Craig Baird, Rutland, 
Leicestershire 

The delay is simply doe to the 
tact that (at I he time of writing) 
the game hasn't yet been 
co f vplefed. Databas c so id ft ra s 
they would have a finished 
produi t in time for the closing 
date of the competition, but 1 
unfortunately nothing has 
materipfised on the 
Commodore, only on the 
Spectrum andJhe Amstrad. 

the time you toad this, however, 
/ hope you will have received 
your c op y o f the nan w 

m 
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irnnot* &W£- 
GfTON wiV IT." 


OLD!E f BUT 
GOODIE 


Dear sirs, 

It may come as something as a 
shock to you youngsters to 
receive a rave Fetter from 
someone who could only be 
mentioned in the same breath as 
the Loch Ness Monster or the 
Yeti a hitherto imagined but as 
yet undiscovered species, the 
m idd 1 e- -a g ed Com puter g amer. 
There are more revelations,. I 
know of at least four others of 
the same venerable age and 
standing and there must be even 
more out there, waiting to 
discover that they are no longer 
aFone, We are what will be a ' 
whole generation of 'meg a fans 1 
in twenty year's time. 

Many moons ago, my now 
long suffering spouse bought 
me .a Binatone r Pang r machine. 
Since then f have progressed 
through the old Atari, the 
Intellrvisi-on and now the C64 
which I bought two years a go, 
and from which F am unlikely to 
upgrade for sometime. So what, 
you may ask, are the abilities, 
habits and interests of this 
envious new breed? Probably 
enjoys easily paced adventurers 
and occasional 1 games of video 
chess, or more likely, the C64 
recharges his pacemaker. 
Nothing of the sort. Sports 
simulations are my particular 
fetish. 

Enough of this rambling, I 
may well be proving that this 
new species could be an 
extremely boring one, and so to 
the main point oT my letter, My 
son and I wish to add our own 
appreci ati on of you r excel le nt 
magazine. We knew it would be 
good as we subscribe to CRASH 
[another excellent publication 
fora nether excel le nt com puter). 
We particularly commend the 
honesty and frankness of your 
reviews. The reviewers make it 
clear that their's is a personal 
but experienced opinion and 
will declare any lack of 
competence or experience on 
their pad. We have no 
complaint®, only praise for your 
magazine and its staff. 

Finally, regarding the well 
trodden area of piracy, and ihe 
cost of tapes , I Count myself as 
being fortunate to have the 
means not to have to make a 
consideration on that score. The 
temptation to the less fortunate 
must be overwhelming 



considering the vest numbers of 
excellent, addictive games. 

Welt, ft rust that the 
observationsfrom one of the 
older generation of your 
adherents has been of some 
interest. As you can appreciate, 
a letter of this size can be quite 
tiring for an old timer. Besides, I 
must conserve enough energy 
to complete a few circuits of 
PtTsfop If before bedtime, t wish 
you all the success that your 
magazine deserves. 

PR Borland, Southend, Essex 

i know just how you fee I — 
sometimes, after reeding 
through hundreds of CRASH 
and ZZAPi letters, Ifeei tikei'ma 
hundred years old, wheeze, 
creek . . . hut f don't realty see 
why fast computer games 
should be the sole preserve of 
youngsters tike me {ahem}? 

T hanks for the kind comments, 
and keep enjoying the game 5. 


sure this idea would be 
welcomed by ail the readers 
concerned. 

J mean, are the yanks 


FOR MONEY guide. Hence the 
reason for the different 
percentages— the ones now 
given are what would have been 
the OVERALL rating if such a 
category had existed previously 
— at feast , (his is what Julian 
tells me, and who am t to 
gainsay the guy that lost the 
2ZAP ! Challenge last month — 


men who know nothing about 
computers and there are a lot of 
women who do fme for 
example). So stop poking fun. 

Adverts are guilty of this too. 
The pictures usually show a 
bloke waggling the joystick 
while the girls just stand back, 
admiring his skill. Okay, so 
fewer girls play computer 
games; no particular reason 
why. But that's no excuse to 
keep slagging them off all the 
time. Calling us the fairer sex — 
hah! No Such thing. Doting 
dumb blonds are figments of 
your imagination — eg that 
glorified drivel, The Terminal 
Man. 

I am fifteen and enjoy playing 
computer games and reading ' 
iZAP! as much as any lad, so 
stop this degrading mockery. A 
lot of kids read ZZAP! and you 
are infuencing them, apart from 
putting off other girls. So wise 
up and realise that you don't 
need a large shoe size and a 
hairy chest to use a computer. 
Cleopatra IV fa lias Holly 
Stewart) , La 11c a s hire 

Julian is constantly being 
beaten by his girlfriend so /'ft 
hand over to him for a reply , . . 
‘Have you seen a certain Miss 
Watson lurking about the score 
tables. Well, she's my girlfriend 
/We met on the pier arcade 
Aberystwyth} so don't te/t me 


I _ missing 

Out on F/fJe, The Fourth Protocol 
etc? And what are we missing 
out on? I hope yc> u consider my 
suggestion. 

J Briggs, Morrif jeth, Dundee 

Yeah / And perhaps we could 
send the Tun Bo y Three T o ver to 
America and get some decent, 
upright Americans here instead. 
It r s certainly an interesting idea 
end one we have entertained 
more than once. A difficulty 
(there T s always a bug in every 
program} Li that American mags 
tend, like Americans at times, to 
be very insular and reckon it alt 
happens in the States so why 
bother with the rest o f the 
world? Stiff, waif continue to 
work on the idea and see what 
happens . 


HORROR 

SENSATION. 


Dear Lloyd, 

I am sick to death of the sexist 
attitude of computer mag$ r 
yours (included. No, don r t start 
thinking this letter will come in 
handy when you run out of 
And rex, this is a valid point 
Under the excuse of humour r 
you seem to enjoy making out 
that wo men are hoover pushing 
morons who know absolutely 
ihich about computers. As far as 
youhe concerned* the nearest 
that girls get to understanding 
computers is feeding the disk 
efrive with jam butties. Mothers 
are so ignorant that they switch 
off your 64 just when the high 
score tables are only a few zaps 
away. These so called J jokes ' 
may be highly amusing but 
don't forget that there are a lot of 


WRONG 

WRATINGS 

Dear Human (I hopeL 
Before you throw th is letter 
away # thinking it's just another 
creepy-crawlie, l would just like 
to say that the mag is good, 
great in fact, However, it does 
contain a minor bug (not 
Rockford, though he is an idiot), 

I came across it as f was 
reading through the 64 Top 
Thirty. It suddenly became 
apparent that some of the ZZAP ! 
ratings given were inaccurate. 

The biggest culprit was the 
Top Thirty in issue four, 
although issue five was bad as 
well. For ex ample thef//?e ratine 
issue one was 95%. The Top 
Thirty rating was only 92%. 

Pi (stop ti had a rating of 89% in 
issue lwo,yetthe TopThirty said 
it was 91%, international 
Basketball had an issue two 
rating of 92% but was later 
promoted by 1% in the charts. 

And these were not all. Others 
included 1 Bounty Boh, 

Spy hunter, Lords of Midnight 
and Dambusters. Whet's 
wrong? Are the staff at ZZAP! 64 
cracking up under the pressure 
of stardom, or have the v heen 


! BECOMING 


Dear ZZAP! 

Right from the first page of the 
first edition, Fenjoyed your mag 
but now you are talking about 
discussing modems and doing 
sections on Micronet. Why do 
you need to do this? isn't there 
enough games software each 
month to review? In issue three 
you subtly but quite rightly 
slogged off Commodore User 
(Did we? ■ LM }, but now you 
Seem as if you want to follow in 
its Footsteps jie bore the readers 
with reviews of peripherals). 
Please don't. Leave the mag just 
as it is — unique and totally ace. 
Gary Carr, Moray 

I'm being buffeted by the 
winsome duo who claim they go 


DISKS 


Top Quality 5J" flulk Packed Disks 
Supplied m 1 0's with a met Plastic horary c Labels etc 

1 0 Single Sided. Double De naty ’ ONLY £ 1 

10 Double Sided. Double Density* 

SO Single Sided.' Double Density* 

(Supplied with a Perspex Storage Box) 

50 Double Sided ' Doubre Density* 

(Supplied with a Perspex Storage Box) 


ONLY £ 74-95 


LIFETIME WARRANTY 
FREE FAST DELIVERY 


Yf& d s at! t rue — the pressure ■ — 
PRESSURE? Can we take 
nt? Yes you are right, there have 
been a few changes in some of 
the ratings over the last couple 
of issues, but thankfully not for 
the reasons you mention (we 
tove PRESSSSURRRRE, it's 
what make us aft tick {that's 
something you get in your cheek 
when your nerves are about to 
give way /}, If you look back on 
the first three Issues of ZZAP! 
you should notice that there 
wasn 't such a thing as an 
OVERALL rating, only a VALUE 


AJI prices aft irxiusfvetfV A T 
Delivery FflEE throu jhout trie 0 K 

3" £ 3i“ Digits ih$o evaitable 

Bulk Orders, Export Enquires & educational Enquiries Wetecme 

POUbl« Drrmty IS if* KfUfYAfrfll 4|J tH 
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MINORITY SPOIL 


Dear ZZAPI 

Gfeot mag but spoiled hy a 
minority, namely people tike 
Filthy Fred, 1! seems as though 
his IQ is smaller ihan his shoe 
size. 

What's this? A cartoon strip. 
Terminal Man 7 Let s have 0 n&ad 
— looks good — oh no , . hang 
on, they've dropped a clanger. 
This was irs CRASH Naughty, 
naughtyl Why did you do that? 

I like the Paradroid diary, very 
amusing, I nohee lhat the 
number of reviews has 
decreased along with the 
number gt sizzlers, though. 

Despite the tact that the 
Score ford (lady? I considers JR 
to ho a pain in the (cont on page 
2021, I admire his gaming Skil l. 
Perhaps he will be beaten one 
day Anyway, keep up the good 
work. 

Richard Gibson, Bungay. 
Suffolk 


There has been plenty of mail 
concerning the Terminal Man, 

most praising it, and of course 
the majority of readers have 
never seen it before. Quite why 
there is this insistence from 
people who happen to have 
seen CRASH from not lotting 
ZZAP! readers who haven't 
seen CRASH see things they 
may enjoy, I just don't know. 
The amount of reviews in an 
issue obviously depends on 
how many games there are to 
review in a month — sometimes 
there are not as many as there 
are other times — seems logical 
to me. And Sizzfers sizzle when 
they sizzle, but perhaps we've 
just got a bit tougher on the 
ratings recently. 


MAY THE 
SCORELORD 
SHAKE AND 
TREMOR . . . 


Commodore 64 magazine, and 
reviewing games that happen to 
appear on oath machines is a bit 
hke reviewing QL software in a 
Spectrum magazine — it's not 
always very refevant. 

You aren't the first to 
complain about cut out coupons 
backing editorial materia! you 
don 1 want to see cutup , and alt I 
can say is that it isn't a policy to 
do this , but planning a monthly 
magazine with the extremely 
short 'lead' times we have to 
operate inevitably means some 
fast minute juggling o f the 
pages, and sometimes this purs 
coupons in the wrong places. Of 
course, an alternative is to have 
a few pages devoted to noth ing 
but coupons for offers, 
competitions and the like, but 
these always took so deadly, and 
anyway, so many readers then 
forget to use them anyway, 
making mail Order and posts! 
sorting people s jobs so 
miserable. But we try., . 


however, is why, if he thinks 
your magazine is so full of crap, 
does he continue to read it? 
Judging by his moronic, 
unintelligent m mb lings, he is 
certainly well up on the contents 
of its pages. Therefore one can 


that I know nothing about ace 
female gameplayers (being 
defeated at Rescue o n Fractal ljs 
time after time is no joke}. When 
we referred to the fairer sex we 
meant it as a compliment, not 
detrementatiy . . , there's no 
male chauvinism here, ft's still 
nice to get letters from females . 
. . even though they're few and 
far between . ' JR 
I'm a bit puzzled as to where 
you get the idea that doting 
dumb blonds have anything to 
do with the Terminal Man? 


Dear Splat, 

There ane a few things that I 
would like to point out. The 
reviews, charts, challenge and 
ZZAPI firap are all excellent. 
That little bugt** *), Rockford 
was funny back in issue one but 
since then he has become 
conceited and big headed. Why 
not squash the little 'cult' now, 
while you can? He is becoming a 
regular pain in the joystick- Each 
month I read your high score 
charts 


only assume that he is a 
pathological liar. If I thought a 
magazine was beginning to 
'stink' 1 certainly wouldn't read 
it. 

From my humble point of 
view, I think that ZZAPI is the 
best magazine in Its field and 
sincerely hope that you will keep 
up the good work. Far from 
being a twelve year old, I am a 
fairly busy housewife of thirty — 
four and until early this year, 
computers did not really figure 
in my life, They were just 
something that my two teenage 
children raved about. I began to 
feel left behind and so I did 
finally purchase my 64. 

Although some early mistakes 
were made on software, and I 
wasn't very good at games, I 
now have ZZAPT for guidance. 
We haven't been disappointed 
once. Those three boys reel I v 
know their stuff and thanks to 
them we buy our games with 
assurance. 

Let Filthy Fred go arid bury his 
lousy head in an ant hill and 
leave your magazine to the 
people who really appreciate it. 
The freaks of this world should 
stick to what they understand 
best — The Beano! Keep your 
chins up fellas, you're doing just 
fine. 

Yours motheringly, 

Mrs Joy Cook, Newark, Notts 

Thanks for writing in Mum — I'll 
be home for tea around six , . . f 
I'm glad the reviews and other 
bits and pieces have proved a 
reliable help — long may they 
continue to be so. And can i have 
kippers for supper . . . ? 


Dingos' Kidneys, I say. 
Those score are all puny 
compared to those I have 
achieved! 

On Elite, commander Leach 
has died over 1500 times 
docking at Diso. 3547 tyres have 
burst trying ,0 finish the first 
loop of Brands Haitch in Pitstop 
U. 456 agents on impossible 
missions have successively 
failed to save the world. 1027 
mutant camels have failed to 
save came I kind, 2704 back up 
men have been slimed. 3490 
have crossed the beams whilst 
failing to catch slimers. 781 spy 
cars have been switch — b laded 
as they have left the weapons 
van. In Exploding Fist, I have 
perfected the art of gett ing a foot 
in the face and being beaten up 
by the first novice, 7177 men 
with bows and arrows have 
been eaten by giant spiders in 
the Forbidden Forest. To cap it 
ali. I've just lost 42 — 0 to the 
computer on the first level of 
international Soccer] 

Hoopy Commander Leach, 
Orpington 

There's a nasty looking bloke 
looming over my shoulder 
breathing green steam down m y 
neck and speaking in awsomely 

‘fhis is the sort of dedication f 
tike to see. You might not be one 
of the elite member of my 
wondrous ranks but you 
certainly show true spirit, puny 
Earthling. Perhaps a pair of arms 
might heip you, I've got some of 
my old ones in the Command 
Module — take advantage of my 
truly generous and wonderful 
offer. 

The Almighty Scorelord 

Weil you can't say fairer than 
that , can you Commander 
Leach? 


Dthjgif 22A.P! r 

l think you should introduce 
program listings into your mag; 
Notfor silly little games but for 
useful things like sprite collision 
detectors, hires graphics and 
music. There should also be 
more letters Hke this one and not 
just the average suckers who 
only want a free game (although 
1 wouldn't mind one). And you 
should definitely have a section 
on arcade machines, comparing 
them with the 64 so we can find 
out if it really has got arcade 


HOT 

usiw&ty 


quality graphics and joystick 
playability. 

B arc lay Ravenscmfl 

ft's obviously hard to phase 
everybody — only a moment 
ego we have someone 

complaining about putting in 
technical things, and now we 
have you wanting technical 

S ram listings? The trouble 
listings (no matter how 
admirable or serious their 
intention! is that they too k so 
boooonng fas Rig nail would 
say), and mer some 
considerable research into the 
matter, we know the 
overwhelming majority of 
reader , s don't wa/if them. As for 
arcade machines — what do 
they really have to do with home 
computers? Okay, so the games 
are often inspired by or copied 
from arcade machines, hut do 
you realty want to know how 
they compare? l m sure most 
people will take that on faith 
LM 


WE WANNA ATARI 


Dear Lloyd, 

As you lot were thinking about 
including Atari reviews in 
ZZAPI , I have a suggestion 
Instead of giving Atari games a 
separate section (which would 
annoy many readers), why not 
do reviews of games which are 
the same on both machines (eg 
Bounty Bob and Bruce Lee} : You 
could compare them and give 
them individual rating^. 

Also will you stop printing 
competition entries on the other 
side of decent reviews as ! hate 
chopping up ZZAPI 
S King, h lerts 

/ know there are some ZZAP! 
readers who own both 64s and 
Ataris who wouldn't mind 
seeing comparisons drawn, and 
some Atari owners who buy 
ZZAPI for the reviews anyway, 
but at the end of the day, this IS a 


LETTER FROM A 
MUMMY 


□ear Lloyd, 

Never before have I put pert to 


paperto write to a magazine and 
I only do so now out of sheer 
anger after reading Filthy Fred's 
letter. Why you bothered to give 
that bedlamite 'airing space' is 
beyond me, He was obviously 
pandering to his own ego and 
probably struts around with it 
highly inflated, thinking how 
good he must be to have had his 
letter published . . . poor, 
demented little fool. 

What really baffles me 


DANE'S BANE 


Deaf ZZAPI 

i am a Danish ZZAP! reader from 
Tonder, nearthe German border 
and I would like to ask a few 
questions. 

HOW is it that ZZAP! arrives 
almost half a month late over 
here? 
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Does your subscript ion offer 
only apply in Britain, or does it 
apply to Denmark as weir? 

While we were on holiday in 
Scotland, my brother and I 
bought some software. I bought 
Spy v Spy which was good, but 
my other purchase, Shadowfire 
was slow to play and frustrating. 
Anyway, my brother beat me to 
buying Elite— Greatl Superb! 
But what's all this fuss about 
docking music? No matter what I 
do, F can't get any docking 
music! My brother's just 
reached 'average.' Ah well, J'm 
only 'mostly harmless' and a 
fugitive at that. Every time I 
piay,l have the sneaking 
suspicion that the police are 
watching me , . , 

Jacob Skooler. Tender, 

Denmark 

L -enmsrk is some distance a way 
from Ludlow, so as you can 
imagine the mag takes a iittie bit 
longer to reach you. Magazine 
distribution is quite a slow 
process as soon as shipping is 
concerned, since the quantities 
involved as against the cost 
involved make flying magazines 
anywhere out of the question. 
Anyway, what’s the panic — 


Australia is three months 
behind! If LM 


COMMODORE COP 
OUT 


Dear Lloyd, 

About seven months ago my 
computer stopped working. 
Luckily I still had the guarantee 
and sent rt back to the shop. 
They then sent it to 
Commodore. Six months later, 
(five months late) it was sent 
back to me. I was very excited to 
have my 64 back but to my 
disappointment it still did not 
work, Yet on the packaging it 
had the [abel Your Commodore 
64 is in perfect working order.' I 
promptly sent it back to the shop 
explaining the situation to the 
assistant, ne promptly changed 
my powerpack and my 64 was 
fine again. Couldn't 
Commodore, take into account 
the fact that the computer 
cannot work without a 
powerpack end consequently 
check the powerpack along the 
with the main console? 

Then about a month later, four 
of my games stopped loading, I 
cleaned the C2N with a cleaning 


There's a few sensible points 
there. In fact you would think 
that Commodore would check 
every component of the 
equipment, especially as, being 
electronics experts f?f, they 
must be welf aware that any 
e/ectrionic)ai problem is always 
two, one hiding behind the other 
l this is the electrician's Sod's 
Law)! As to the cleaning tape not 
working, well that rather 
depends on what was wrong 
with your tape deck in the first 
place, which you don't say, but 
ob viously it had nothing to do 
with dirty or misaligned heads. 
LM 


/ m sure you're absolutely 
correct. Darren, everyone who 
had a fetter published would be 
grateful indeed. There are some 
mags in this field who always 
gave their writers £5 per letter 
published but not surprisingly, 
few of them are left aroun d, 
having gone out of business 
through extreme generosity l 
Besides which, are you seriously 
suggesting your letter is good 
enough to get a cheapo of your 
choice? At! you’ve gone on 
about is cheapos of your choice 


W Commodore 64 

Only you can save Europe from 
destruction! It's ROCKET LAUNCH, the 
! thrilling war flame that reproduces a 
s European map. Mere ambitious? Try 
' rescuing your crew under an uftrafast 
GALACTIC ATTACK and ascapinu hack to 
your spaceship! Just two of the great 
games on your Cassette' Si), featuring 
, high resolution and user- defined 
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again. You see, 1 bought the 64 
from a bulk dealer twenty miles 
away, thinking that I'd 


away, mirnung rnai i d save a 
few quid with buy in g it trade, 

Weil you can imagine what 
most fathers would say after 
having to do a forty mile round 
Trip four times in two months. 
After a lot Of persuasion, he took 
me back to get a refund on the 
computer and the game (which 
incidentally, had failed to Joad 
on a friend s machine}. After 
beating up the staff and getting a 
refund we went to a good dealer 
in town and bought a new 
Commodore, (It must have been 
the fastest sale ever). Gradually, 

I began to build up a collection of 
games based on the ZZAP ! 
reviews. 

After a while though, things 
began to get messy, flyer fox, 
JetPac, and others had to be 
returned after various faults 
appeared. They also failed to 
load on my friend's computer 
(and he was sick of me by now as 
well}. Other games refused to 
work only on my machine so f 
bought the Head Alignment 
package but this was to no avail, 

I dare not buy any more games 
in case they fail as well. Plelp me 


mum's jewelry box. 

Revenge was sweet. 

Allan Thomas, Doncaster, S 
Yorks 

Ha! Those poor people behind 
the Iron Curtain use any excvst 
fop urtotn a Quality Western 
product! Seriously, I'm really 
Surprised at their actions, 
perhaps the wag was too 
colourful with happy people 
smiling from the pages? We 
shall never know. LM 


Dear Lloyd, 

Firstly, F write as a very angry, 
downtrodden, loyal subject of 
ZZAP} 64. 

Secondly, I admit to being an 
ex- (dare 1 say it) Spectrum 
owner. 

Thirdly,! am most definitely a 
very sick person, partly through 
owning a CBM 64. (Note that this 


thinking positively about 
everything, you’re bound to 
generate a better aura around 
yourself and that starts to attract 
good tuck to yourself, l read that 
ft) some mystical book back a 
year or so ago in my youth, and 
I’ve practised the discipline ever 
Since — and fook where it got me 


Now that I have subscribed to 
your magazine, I fee! f may make 
a minor criticism. Will you stop 
printing letters that say how 


mega amazing ZZAP! is. How 
about some letters from people 
who have something useful to 
say? If J didn't like ZZAP! then I 
wouldn't bother to buy it — so 
why print all those nauseating 
letters? Jf ( see one more, I will 
throw up. Oops, too late I 
M Hopkins, Redd itch, Worcs 
PS You don't have any tips on 
how to remove stomach 
contents from a 64 console, do 
you? 

Can I help it if you so kindly 
throw in glowing comments to 
your otherwise serious letters? 
What you don't realise is that I 
cut out 90% of all the 
'nauseating' bits, which I know 
you all put in in a vain ettemptto 
get the Letter of the Month prize 
— creeps I The stomach of a 64 is 
very delicate and certainly 
shouldn't be tampered with 
unless you are a qualified 
electronic surgeon. 


bored, il decided to play Flyer 
Fox again. The TV display was 
very interesting — it was totally 
blank. No power light was on the 
64 yet the tape machine was 
working! The shop changed my 
machine once more and feeling 
lucky, I boughtSpy vS/?y. 

! got home, read the game's 
instructions end set everything 
up. Guess what? NOTHING I 
Everything was the seme as 
before. After a great deal ofGBH 
to the earhole,! cried myself to 
sleep (Aww). 

I got onto my father to change it 
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But enough of Mangram h s 
philosophies. It s time for you to 
get on with the serious business 
of 64 games playing and read 
the rest of the magazine I'm 
sorry to have to say this, but 
there is really no way either 
myself or Gargajaz (.is that the 
right pronoundation?J can 
personally reply to letters, 
because there are too many, 
and there is too lithe time. So to 
avoid disappointment, don't 
enclose stamped addressed 
envelopes or things like that in 
the hope of a reply, |l you have 
anything to say about programs 
on the 64, the industry in 
general, ZZAP! in particular or 
your navet specifically, write to 
ZZAP! RftAP, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 
TDB r or drop us an MBX on 
JVlicronet (instant replies aren't 
possible there either because 
the confounded thing confuses 
me and Tm not much ZZAP! 
Towers anyway} or say 
something nice on Compunet rf 
you like. FIN 
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Zoldstar Is gripped by war. 

Blue Zold fights Red Zoid In a merdless 
battle for supremacy. 

Mighty Zoidzilla, Blue Zoid combat leader, lies 
dormant in the hold of your craft, ready for you to climb 
into its command capsule to merge minds with the 
powerful machine and take control of this bitter 
confrontation, Somewhere in the desolate landscape, the 

Red Zords lie In wait! 

Landing preparations are complete, The descent begins. 
The task which follows will take you to the very limits of 
your capabilities and imagination, 

LIVE THE GAME. BECOME THE MACHINE! ^ 


Cassette: SPECTRUM 4flK £7.95 

ALL OTHERS £8.95 

Disk; CBM 64 £14,95 

Available from all leading software retailers 
OR order today by mail. Prices include postage 

and packing plus vat. 


Martech is the registered trade mark of Software 
Communications Limited, Martech House, 
Bay Terrace, Pevensey Bay, East Sussex BN24 6EE 

trade enqueues welcome. 

PHONE: (0323) 768456 
TELEX: 07465 EXIM Brighton 
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Activision, £9-99 cbbb, joystick with keys 


N obody in today's 
computer press would 
ever advocate breaking 
into a mainframe system to fid- 
dle around inside. Cases of such 
things happening have made 
front page news before now. So 
it was atithe more exciting when 
Activision announced that they 
would be creating a game based 
on exactly this situation. 'It'll be 
just like the real thing/ they said. 
The final creation is definitely 
worth the wait for anyone who 
has ever been curious about 
what could happen. 

The game ioads turbo 
fashion, which is no bad thing 
nowadays, and you're not going 
to be kept waiting forever to see 
what goes on in this twilight 
world. When the load ends, you 
are presented with a blue screen 
and the phrase, 'Logon.' Obvi- 
ously they decided to throw you 
right in at the deep end) All you 
can do is attempt to guess the 
password that lets you into the 
game. The only help you may 
get is a prompt which 'reminds' 
you that the password has been 
changed and it is the location of 
the current test Site — wherever 
and whatever that may be. If, 
after a few attempts, you fail to 
succeed in this rather difficult 
task, as you most probably will, 
the system decides you shou- 


ldn't really be around end be- 
gins the termination sequence. 

When you get to this point, 
don't despair and turn your 
machine off — it's only the be- 
ginning. What follows is a simu- 
I ated system crash and a 'secur- 
ity malfunction' which, as you 
may have guessed, lets you in 
one stage further. 

At this point in the game you 
are still totally ignorant of what 
Is supposed to he going on; a 
feature more typical of classic 
Infdcom adventures than Acti- 
vision games. The computer 
then draws a schematic of 
something called a Subterr 
anean Remote Unit (or SRU for 
short). It begins doing 3 systems 
check on this particular unit and 
asks you to designate certain 
areas to be examined. You have 
to continue working through 
this section until you under- 
stand what each device is. This 
should not take more than a few 
minutes as there are only five 
things you need to identify. 
Once the vehicle is confirmed as 
being operative, you are taken to 
the next stage of the game. 

A world map, overprinted 
with a grid network appears on 
the bottom part of the screen 
and an information window fills 
the top half. You are asked your 
name. There is no trick here and 


Hacker could be 
classed an arcade 
adventure In as 
i ¥ , much . es System 

y. v 15000 was classed 

art adventure. As 

1 wtrrfJH) Wl ^ System 1 5000 
THf * there an excellent 
atmosphere is gen 
erated, making the game incred- 
ibly absorbing to play. Both 
graphics and sound work extre- 
mely weft, adding to the overall 
effect. This is an unusual game 
that provides many hours of 
harmless happy hacking and it's 
all done in the best possible 
taste. 

you may reply with any name 
you like. The computer then asks 
you to set up whichever time 
zone you are in. The world map 
has mght and day areas defined 
on it and you may alter these 
with the joystick so that the 
display matches your time zone 
(a clever feature which we will 
come back to). Finally you are 
informed that your Shu is sit- 
uated in the South Atlantic and 
the display changes again. 

The map now shows your 
resent position on the grid and 
igh lights some major cities 
across the world. However the 
top part of the screen is split into 
three sections. On the left are a 
series of keyed input options 
which are Highlighted when 
used. In the middle is the actual 
view from your SRU and on the 
right is a compass (to allow you 
to verify your present headingl 
and a small message window. 


This is where the game really 
gets going. Almost straight 
away, the message sign starts to 
flash and on accessing the 
message, you uncover the pur- 
pose-; of your mission, 

The computer you have inad- 
vertantly broken into, belongs to 
a company called Magma Ltd. 
They have some kind of secret 
project being undertaken and 
you have arrived right when 
things are hotting up. Someone 
has stolen one of their secret 
documents and it is now in seg- 
ments all over the world. Your 
mission (now you're here) is to 
uncover the pieces from the 
various cities and return them to 

This is an odd son 
of game, and is a 
cross between an 
adventure, a strat- 
egy and an arcade 
game ail combin- \ 
mg to make a thor- 
oughly enjoyable 
program, Getting \ 
into the game isn’t as hard as it 
first seems, but once you're in it 
takes guite a lot to stay there fit 
certainly helps if you take notes 
a!i the way through}. The grap- 
hics are pretty good with some 
excellent touches when you 
soom about in your under- 
ground vehicle and the spies are 
very well animated and look 
dead shifty , Hacker is a highly 
original program and I'd recom- 
mend it to someone who wants 
to give his for her) grey matter a 
work out while playing a game 
for once. 
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pieces and they are not ready to 
just give them away. They each 
want something that another 
spy already has — but you have 
no way of testing what. You 
mignt supply an agent with an 
item which allows you to take 
the segment from him but later 
on you may realise that the item 
was necessary for a different spy 
and by then Irstoo latel To cap it 
ail, there's a time limit on the 
whole affair so you cannot 
spend forever on all the poss- 


— but they don't. The tunnel 
network in the grid is far from 
perfect and there are rarely 
direct routes to anywhere. The 
catch is, it looks as if there are 
routes everywhere. It can take 
forever just to find out how to 
get from A to B, 

Once you get to a city you can 
leave the underground system 
and reach the surface. If it is 
night time, you won't be able to 
see anything on your viewing 
screen unless you activate your 
infra red sensors. You can then 
examine a panoramic view of 
whichever city you are in. 

At this point you may attempt 
to call the local agent in order to 
parley with him. Each agent 
Speaks in his natural language 
(don't worry, you get what 
they're talking about from the 
context). As was mentioned 
earlier, these agents are only 

Everybody who 
saw the opening 
■j-aTj; was impressed 
7] ^ with it. it’s simple, 

’*sP!f original, atmos- 


base. Here lies the first of many 
problems. Various international 

EZPiiaC -i t in pVia tur^in n s-'.f t’Hnr ’ a 


To think, however, that your 
problems should end there, 
would not be too unreasonable 


fjtirrrn, itfiu super- 
bly executed. 
Hacker gets off to 
an excellent start! 
The graphics ail the way through 
are very smooth end colourful. 
The soundtrack is very simple 
hut adds tremendous atmos- 
phere. If you were playing this 
game in a darkly tit room at 
night, it would be totally capti- 
vating The game isn't fast vis- 
ually, but nevertheless the pace 
builds up a sense of urgency 
which is definitely in character 
There aren't any glitches {that 
we found), so the overall imp- 
ression is one of brilliant pro- 
fessionalism which is what 
should be expected from Acti- 
vision. There are some really 
good features, for instance in 
the way that if you enter a city at 
night using infra red, the gra- 
phics are all drawn in shades of 
red — simple but extremely 
effective! Because of the 
unusual nature of Hacker, it may 
not appeal to some tastes, so it 
would, be rash to recommend it 
out of hand. Stilt, there is no 
doubt that the game is a classic 
with qualities that few others 
can aspire to. 


bothered with what they can get 
from you and for the first few 
times, you may get their piece of 
document, but you might unin- 
tentionally put yourself in a bad 
position at the same time. 

flack you go into the tunnel 
system to finish your quest. 
During your travels, you event- 
ually get a message which lets 
you know that Magma Ltd are 
aware of the security breach you 
have caused. From this point on, 
the company send out Satellites 
to find you. Every time they pass 
close by, they carry out a secure 
ity check on you. Each one is 
harder than the last and unless 
you made notes early on In the 
game, you're going to be in 
trouble. If you fail to answer 
answer the security check ques- 


tions, you are thrown out of the 
system. Eventually, security 
asks you where the test site is. 
This is the same as the log on 
code and is therefore as far as 
many people can get for the first 
few games. However, if you are 
successful enough before this 
point, you may find out that 
cryptic piece of information. 
Once it's In your possession, 
you can log on for future games 
without going through all the 
prejiminary features. 

Finally, when you have the 
document intact (you see it buil- 
ding up each time you obtain 
part of it), St must be taken to a 
particular agent if you are to 
succeed. That last part is harder 
than it sounds, , , 


Presentation 91% 

Deliberately no instructions, but 
this is the nature of the game 
and adds to the thrill. 


Graphics 

Slick, professional and very 
effective. 


Sound 68 % 

Atmospheric, but Utile of it r - 

Hook ability 88% 

Sets the adrenalin going from 
your very first logon', 

LjHHtnbility 

A sufficiently complex game 
| that is ai$o involving, 

VoIub For Money B3% 

The going rate for a good game, 

Overtdt 87 % 

Exciting and unusual approach 
to the arcade adventure genre. 
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ATZ 

For BSQOeetnw & C64 f t.95 


Mtlton Trading Estate, Milton. Afif-ndgon, Q^an, OXH 4flX. 

For marl ofcter send cfretjuei 1 postal order m^de payable to 
Htwson Consultants, F or mdPt card sale? Male your Access/ 
BancJa^arcf number and enclose a specimen signature. 
Don't forget to enclose your own nanw and address. 


5 ■ f] iv. j|y i D.iy Out 

AJtade Adwimne 
For CommoOdie 6 * £!.*■§ 


Beam aboard our grant space 
Freighter for galactic action 
that'll leave you breath less J 
Vbur mission is to clear the ship of 
crazed droids using a new gadgetcalied 
an Influence Device. You are weak so you 
must trap a droid and take control through mental fusion 
Blast other droids to dear the ship, Be warned, your droid 
will soon become exhausted so you have to keep 
transferring, What's more, droids are graded in strength. 
\bu have to decide in a few miJIi-seconds whether you can 


the next approaching droid; any 
mistake could crush you utterly I 
There's a consul for checking droid status, but you'll 
have to chase them from the engine room to the bridge— 
it's a tough missionl 

Spectacular graphics spread over 18 decks with constantly 
updated status menus and exciting sound make Paradroid 
compulsive playing. Find out how your brain power 
compares with a droid today) 

For the Commodore 64 £7.95 


HEWson consultants 
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See and hear uW the act km. Here is- I he hn*t SinjuJatUm fa include 
realistic hi&h quality speech train your computer. Bad weather, 
cmciBcsaeies and mstlUtnCM i ulUfen provide an 
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Win Fifty Copies of This Footy Package 

So you think you know a bit about football, eh? 
Reckon you could manage World Cup-Winning 

squad? Well, McMillan can offer you the chance 

and it beats running around in the mud! 


WORLD CUP SOCCER, the latest release from 
McMillan, comes complete with a thirty two page 
book which gives you tips and hints about football 
play and training. It's a mine of useful information on 
the game's history and development. 

On cassette, there are two programs. World Cup 
Manager puts you in the hot seat — you have to 
choose your country and your players and then go for 
the Cup using a combination of strategic and arcade 
skills. World Cup Factfite puts stacks of information on 
the history of the Cup at your fingertips and features a 
one or two player quiz to test your kno wledge. 


Ray Clemence, Tottenham's Goalie, introduces the 
book — and will introduce the winners of this compet- 
ition to the behind the scenes action at a Spurs home 
match I To enter the compo all you have to do is dem- 
onstrate you in-depth knowledge of football . . . 


We've taken ten questions from the Factfile Quiz 
and if you fancy winning one of the fifty copies of the 
World Cup Soccer package that are up for grabs, or 
indeed one of the two VIP tickets to a Tottenham 
Game — get your thinking caps on f We'll be making 
the draw on 14th November, so get those entries in to 

WORLD CUP SOCCER, POROX TO, LUDLOW , 
SHROPSHIRE, SY8 IDS 
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£14. 35 disk, joystick only 


llW^aV 


Pr€wttntot&on 7£% 

A couple of options and a- 
bearable intro screen 


Graphics 3S% 

Smalt virtually inanimate 
figures and poor backdrops 


Sound 39% 

Weak sound effects and tunes 


Hookobility 33% 

Incredibly unplayable and frust- 
rating . t - 




L-atittibilitv 17% 

. . . and frustrating . , , 
frustrating * - . 


Value For Money '1 

Ridiculously over-priced and 
over here. 


Ov@rotl 1B% 

US Gold's worst Atlantic cros- 
sing yet — should have sunk on 
rhe way over. 


Doughboy 


Doughboy seems 
ia be very dated 
and must have 
WT ** V been available in 
£& the States for quite 
v a while. Even the 
PJK ■ tide credits its app- 
pf ' earance as being 
1984. The graphics 
are dated and the animation is 
awkward — the hero being a 
smalt figure with a maximum of 
three animation frames. Even 

S h the box depicts a first 
War scene f found myself 
bombing radar emplacements 
and avoiding guided mis sties — 
seems out of place? In two 
player mode the game became 
quite unplayable. Even though 
both players compete at once 
through two joysticks, if one 
player is moving the program 
can 't cope when the other per- 
son tries to move and then 
you’re stuck. The only real way 
of usmg two player mode is to 
play a$ team so you can see the 
final screen , I'd honestly place 
this as one of the worst 0$ Cold 
games to date. Software of a far 


V ksl prised that US Gold 

A w have lowered their 

sf Ew standards and 

9 have released such 

a had game as this. The graphics 
and sound are extremely poor, 
with tittle animation and awful 
poops, booms and jingles but as 
for the gameptay!?! Playing it is 
incredibly difficult because of 
the fiddly control, the pixel 
perfect manoeuvres required 
and the horrendous odds stac- 
ked against you. Two player 
mode is a joke — one player 
takes control of the doughboy 
and the other the rockets and 
tanks. When player two fires a 
rocket, or even presses the fire 
button player one can’t move his 
man, consequently every rocket 
launched by player finds its 
target giving player one no 
chance Getting through the six 
screens and rescuing the pres- 
ident is incredibly difficult, even 
with two players acting as a 
team! And to think. Summer 
Games II is the same price I 


since they perish If you touch 
them and the pistol is just as 
effective. Also trying to get you 
is a guided missile on the far 
right hand side of the screen. It 
innocently moves up and down 
until it has matched up with you 
horizontally at which point the 
program gives a short warning 
sound and launches it- If there 
are no trendies to hide in then 
you have to blast it with your 
gun. It would be wise not to 
leave it too late as you can perish 
in the resulting eKplosion. 

Whilst travelling through the 
game towards the final screen it 
ss necessary to pick up certain 
objects so that you can get past 
obstacles that appear later on in 
the game. On trie first screen 
you can collect ladders, TNT and 
dynamite. To collect them pass 
Doughboy over the object you 
want to pick up. 

As you progress through, the 
screens, the routes to collect the 


On the final screen night has 
fallen and the only illumination 
is from the prison searchlights. 
Given this meagre view of the 
scene, you must blow up var- 
ious emplacements and_ suc- 
ceed in freeing the President. 
Once you have, he needs to be 
guided back to home territory 
past mines and mortars. 
Included in the game is a two 
player mode where player two 
has control over the guided 
missile. The program only lets 
one person move at once so it 
becomes a real battle over joy- 
stick control. 


keys become more and more 
awkward. On the second screen 
there is a network of canals 
which prove deadly if you are 
unfortunate enough to fall into 
one. Positioned around these 
waterways are radar emplace- 
ments which may be used in an 
unusual manner: if you weit in 
front of one until a guided 
missile is launched at you and 
then blow it up just as it is about 
to fly past a radar emplacement, 
the resulting blast causes the 
radar tower to fall over and 
make a handy little bridge! 
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T rivial Pursuits is the most 
successful board game to 
have appeared in this 
decade, so it is only natural that 
it should spawn a plethora of 
carbon copy games. Such being 
the minds of promoters, no 
possible spin off can be left 
unturned. Not surprisingly, the- 
reto re, computer versions of the 
quiz have begun to appear all 
over the place — in September 
we reviewed US Gold's Monster 
WWiii Trivia UK is Anirog's 
addition to the market. 

Most of these games tend to 
be similar to the original money 
spinney but some details have 
to be altered to avoid copyright 
infringement. It is possible that 
Trivis UK is a licensed version of 
the game that started it ail but 
there is no confirmation of thfs 
on the package. This is a little 
unusual as the game itself is a 


The game ttseff is 
not outstanding in 
UjfP p/a Ys except for the 
V^-, 4 fact that the qv&s- 
V’ A (ions tend to be 
very we// chosen 
. as / can 

te/i f have accurate 
answers. The idea 
that a whole family wifi happily 
sit around the computer to p/ay 
a game which they could prob- 
abty enjoy in far more comfort 
around a table, ts not one which 
bears favourable consideration 
but d might not be so had for fust 
two players, This game is not 
without its faults, in fact there 
are rather a I&t of them, which is 
unfortunate because / think 
people tend to be less tolerant 
with games of this type than of 
arcade games or something of 
that nature. The game itself is 
both slow to load and play. 
There are so many questions r it 
is often necessary to wait for 
nearly a minute for a question to 
appear The screen display is 
poor and it con be difficult at 
times to see, at a gfance, where 
you are on the board ; What's 
worse is that the colours chosen 
for text output are absolutely 
terrible and there wore occa- 
sions when questions or options 
were totally unreadable unless 
seen on a monitor. The instru- 
ction leaflet is hardly precise and 
this can feed to problems during 
a game ft is quite possibfe that 
you wtfl fo$e an unfinished 
game because of the way that 
extra data blocks are loaded in. 
The real problem for games like \ 
Trivia UK is that they have to 
have something that the board 
version has missing If people 
are to bother with them, and I 
don't think this one has. You 
may feel that the price makes it a 


factor is important to the major- 
ity of trivia freaks <! which is 
doubtful given the success of 
their conventional counter- 
parts), this game may well sink 
into oblivion. 


TRIVIA UK 

Aniroop cqvib, Joystick with koy&s 
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pretty close copy of Trivia/ 
Pursuits. 

For those of you unfamiliar 
with that game, the genera) idea 
is that you move a pfayino piece 
across a board which is divided 
into a variety of squares, each 
representing one of six areas of 
general knowledge. On Fanding 
on a square, you have to answer 
a question (picked randomly 
from a large box of cards) from 
the corresponding area of know- 
ledge, These areas are History, 
Geography, Entertainment. 
Sports & Leisure, Art & iLHer- 
ature and Science & Nature. If 
you answer the question incar* 
rectiy, play moves to the next 
player. You get another move 
each time you do answer cor- 
rectly, Sometimes you will land 
on a square which says, ‘fioli 
again/ and you do just that. At 
certain points on the board, 
there are highlighted squares, 
six of them, representing the 
different subjects. If you answer 
a question correctly on one of 
these squares, you get an app- 


ropriately coloured 'segment' 
that is slotted into your playing 
piece. When all six of the diffe- 
rent segments have been col- 
lected, you have won. The sim- 
plicity of the rules is intended so 
that all the fun comes from the 
obscure questions and their 
often hilarious solutions. 

The computer game comes as 
a two-cassette file in four parts, 
so there should be an awful lot 
of questions in there. The game 
itself may be played with 
between two and four people 
but there is NO single player 
option. The board, unlike the 
original, is a rectangle without 
spokes. This takes up most of 
the screen display with a lower 
Information window where que- 
stions and their solutions ap- 
pear, dice rolls are made (for 
board movement) and other 
miscellaneous Information may 
be accessed. When a turn is 
taken, s series of die throws are 
shown and then graphically the 
player is shown the squares 
clockwise or anti-clockwise to 


*KC HAS \ 
ClMHiNft Me . > 
■ l |: AYE|> IN ?ME 
BE t ORf mu 
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“tHCI WltflTE the HOFAnW*? 


<■ . .J‘l a riL r 


The original board 
game is successful 
because it makes 
I ' \ for a social affair, 
* **" ^ r and the way f've 
jj 1 m* c played it, persons 

Sinrv^r P icfct1 0 oul tfw 

**■ 111 * questio ns can a No 

see the answers 
and then offer clues, which fn 
themselves add to the flavour of 
the event. Trivia UK is one of 
those computer games that may 
appeal to people who like the 
original on which it's based, but 
it's also one of those games 
where the programmers have 
settled for a very basic graphic 
representation without any of 
the frills which help you to enjoy 
jt. The result is an ugly looking 
board which I found quite con- 
fusing It also takes an age to 
load the game, and the jolly little 
tune doesn't exactly compen- 
sate for the wait. One advantage 
d has over Monster Trivia (apart 
from having English type Ques- 
tions instead of unanswerable 
American ones f is that you don't 
have to type in the answers and 
therefore you aren 't at the mercy 
of an uninte/figent interpreter. 

which the piece may move. 
Using the keyboard to select the 
chosen colour of the square, the 
piece then moves and, unless 
the square is grey (roll again), a 
relevant question appears in the 
window. You are supposed to 
guess aloud for the benefit of the 
other players, and press fire for 
the answer, If you were correct, 
crossing fire again allows you to 
nave another go. Collecting 
'segments' on the important 
squares is shown in the centre of 
the board. 


PraBontfltkin 34% 

Packaging isn't bad but the 
lame itself could ioofc a tot 
\exter, 

Graphics 9^b 

Cannot be as exciting as an 
arcade game but even so, they 
are very poorly handled. 

Sound 25 

Simple, but joily tune, otherwise 
very basic beeps during play. 

Hook ability S 1 9ti 

Depends on whether you I ike the 
type of game r and how many 
players you have. 

I UiHtobihty 

If you do bear with it there are a 
let of questions, 

Value for money 

It's still cheaper than the board 
game. 

Overall 62% 

May be alright for trivia fanatics 
who need meir/fbc' of new 
questions. 






I 




SLIDING POLES 


A rtola soft /Brad orbirnd, £9.95 cast, £1£.95 disk, joystick only 


Presentation 8B% 

Great tutor i a] and effect ive 
loading system. 


Graphics 

Poor sprites and average back 
drops, both lacking in colour. 


Bound 39% 

Few sound effects but what ^ 
there is reasonably atmo^ 
phene. 


Hook ability 63% 

Needs a lot of work to get into 


Uaefc ability 64% 

200 rooms should keep the 
challenge constant 


Volute For Money 6Q% 

The various 'pros' and r cons r 
make it just above average. 


Overall 65% 

Good game if you like the type, 
but a Bit dated. 


0f«JeftKind 


E Despite relatively 
unimpressive gra- 
phics, this aardvark 
from Afiofs soft in- 
volves quite a lot of 
mindwork. The scr- 
eens ere compli- 
cated and fun to 
so/ve and the 
whole package is quite wed pre 
Sentea, getting round the awk 
wardness of loading screens 
from tape well. The rooms ere 
very detailed un/ike many multi 
screen games, each requiring 
plenty of thought before actually 
solving them. The tutorial is a 
great idea apart from having to 
Start from the beginning ff you 
make a mistake. The different 
gameplay elements and vest 
array of rooms meant that The 
Castles of Dr, Creep held my 
interest for some time. 


This was on 
a disk based 


game 

pF W and consequently I 
y fl found that having 
to load each pan of 
9 Bme from cas- 
wRffir sette was a reai 
pain. The game it 
self seems rather 
dated when yop look at the 
graphics and animation — your 
man looks like a stick insect and 
the castle lacks in colour (even 
though castles are usually grey 
anyway ). For some arcade 
adventurers this may provide 
some fun i, but for me there was 
definitely something lacking. 


best isn't that good though, 
because he carvt slide sown 
poles or climb ladders, making 
mummy dodging quite easy* 
Much more deadly is Franken- 
stein's Monster who can neg- 
otiate poles and ladders. The 
only way of unbolting him i$ to 
catch him under a lightning 
machine 1 when you can throw 
the switch and it's goodbye 
Monster? 

Other features include keys, 
trapdoors and teleportation 
booths, the latter allowing 
movement between various 
locations in a room. A room 
containing one also has a 
number of different coloured 
globes dotted about the screen. 
If you enter the booth and move 
the joystick down the colour of 
the transporter changes. Press 
fire and you teleport to the globe 
of the same colour as the booth. 
The trapdoors are operated by 
levers placed about the room. 
Trouble i$ r the mummies and 
Monsters can also operate the 
levers_ which can make things 
that bit more awkward and you 
may well find yourself plum- 
meting to a grisly death through 
a mummy-operated trapdoor. 


o, your company has tram 
starred you to their 
^^Transylvanian office and 
you're looking for a place to live? 
Something private, spacious 
and with a view? Weil we have 
just the thing for you: welcome 
to The Castles of Doctor Creep t 
This is quite an old game but a 
new import from Ariofasoft. The 
scenario has the hero desper- 
ate fy trying to escape from 
Doctor Creep's Castles after 
being trapped within. The castle 
rooms take the now familiar 
platform format, garnished with 
a variety of ghoulish nasties. To 
move between platforms you 
are supplied with ladders and 
sliding poles* The latter are one 
way so its well worth looking 
before you leap as it's very easy 
to become trapped, 

Included in the package is a 
tutorial The computer displays 

i*re 


after the computer has told you 
and you are demoted back lo the 
beginning of the tutorial. 

Each castte needs to be loaded 
from cassette using a similar 
method to that of one Ariola- 
soffs previous releases, Lode- 
runner, When you have loaded 
the main program only the tu- 
torial is present and the 13 
different castles are held separ- 
ately on the flip side. The castles 
all together make up a total of 
200 rooms. 

When starting, the map 
screen is displayed with an 
arrow pointing at the exit you 
are facing. Press fire and you 


travel through the passage at 
which the arrow points. At first 
the map only contains the 
screen you're set to move into 
but as you explore the castle, the 
map screen expands. Each room 
has several exits, colour coded 
in accordance to the map and 
the room to which it leads. 
Nasties to look out for are 
Frankenstein's Monsters and 
Mummies. Both have different 
abilities and react and attack ]n 
different ways to your intrusion 
into their home. Walking past a 
mummy's sarcophagus causes 
him to awaken, whereupon he 
tries his best to catch you. His 


the Cast les of 


all the possible nasties you 
likely to encounter and includes 
instructions on the best way of 
tackling them. Make a mistake 


Broderbund! 


The Castles of Doc- 

a tor Creep Struck me 
&s more of a glor- 
ified platform 
game than an ar- 
cade adventure. 
The many rooms 
are unimpressive 
to look at but there 
are some interesting puzzles to 
solve all the same. Both gm 
phtcs and sound are weak, the 
former tacking in colour, defi- 
nition and animation and the 
latter being unimaginative and 
sparse. Although this is quite a 
good game, it is one that would 
benefit from being somewhat 
cheaper. 
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Loading the disk 
version l w as t i bit 


WILLIAM 

Wizard Development, £10.95 csss, £14.35 disk, joystick only 


I Jk I if flam Wobbler sees the 
tong awaited return of 
W V Tony Crowther to the 
software scene and the his first 
release under the Wizard Dev- 
elopment label. Not, as a lot of 
people expected, yet another 
train, game, William Wobbler is a 
full blooded adventure featur- 


ing, as you’d expect, William 
Wobbler. Not liking the label 
"arcade adventure", Tony Crow- 
ther has dubbed has new crea- 
tion a Cartoon Adventure, 

The object of the game is for 
William to collect ten clues sca- 
ttered about the vast system of 
caverns in which the adventure 
takes place. On ihe way to 
completing the adventure you'll 
need to dbss several harriers 


and puzzles. Si nee a competition 
is involved, a competition disk is 
supplied with both cassette and 
disk versions on the basis that 
moat people have some sort of 
access to a commodore disk 
drive, and the idea is that once 
you've finished the adventure a 
special file is saved to the com- 

B etition disk and then sent of to 
/Izard Development. The prize 
is offered to the first person to 
complete It and though Wizard 
is leaving the actual nature of 
the prize a mystery it's said to be 
worth a £1 000 plus, 

William Wobbler himself is a 
three sprite high figure with 
bouncing hesa and strange 
walk, Control over him is of the 


pass several barriers normal up/down right/left var- 


After the dis- 
astrous ‘release* of 
- Gryphon in March, 

6 * ,d’i due to a bug crop- 
py ping up during tape 

"4^4 duplication, it 
seemed as if Tony 
Crowther had 
taken an early retir 
ament Now he's back and act- 
ually marketing his games 
under his co-owned label* 
Wizard Development William 
Wobbler is the rirst such release 
and is, for all intent and pur- 
poses, a typical Crowther game 
ie smooth scrolling, musically 
jolly and graphically big , bold 
and lacking in colour The game- 
play isn't anything outstanding 
but at least it does prove absor- 
bing for a short white. T hereafter 
things get a touch repetitive and 
monotonous and i didn't find 


myself that enthralled, despite 
the many pleasant touches. Nice 
test card though. 


iety. Jumping is also available 
via the fire button. When you 
start to move around Williams 
universe the first problem enc- 
ountered is that of flying objects 
which fly straight for your head 
detach it from your neck if they 
hit ft — this makes it game over* 
since you're only supplied with 
one life. Avoiding the flying 
obstacles is quite easy, ail you 
need do is make William's head 
dip by pulling the joystick down, 
but some of the other solutions 
are obscure and unclear, need- 
ing a lot of thought. 


You begin on the top level, an 
alien and futuristic landscape 
dotted with craters that are used 
as entrances to the main cave 
system. Collecting clues is no 
simple problem because there 
are a number of puzzles to be 
solved and barriers to be neg- 
otiated. As in any real adventure 
you have an inventory accessed 
by the I key. Unlike a proper 


adventure, when an object 
needs to be used it appears in 
William's hands and the process 
of using the object is automatic. 

Your next problem is to get 
past the droids guarding entr- 
ances to the different caverns. 
One of the caverns has no droid 
and Ft's here you find a Glowing 
Orb. Once this item is included 
in your inventory, any droid you 
approach is destroyed as the 
Orb materialises in your hands. 
Various other things need to be 
collected and more often than 
not you need to be in posession 
of one particular item before 
you're allowed to collect ano- 
ther. The format is very similar 
to Mikro-Gen s Wally Week 
series. 

The graphics are standard 
Commodore four colour multi 
color mode style and the scen- 
ery scrolls by as William re- 
mains positioned centrally. To 
travel between layers in the cave 
maze you are supplied with 

M The latest Crow- 

ther game has 
been eagerly awai- 
ted for quite some 
* / dtp* n ow, but now 
^ s strived ! must 
W say that l*m pretty 
fig/fr disappointed. The 
graphics are up to 
the usual Crowther standard 
with huge sprites and excellent 
scrolling routines, the trouble 
being that the game itself is 
rather dull. Once you've been 
round the scenery and found the 
same puzzles a tew times it does 
get a bit boring l Even so, there's 
no doubt that till sell well fust on 
the strength of his previous 
releases. 


~ ~W If * t TE7SJ ¥ If J f EV f !3 

train appeared and 
YfSV the title LOCO IV 
appeared until l re 
HBl afised n was ait in 
jest. As f had expec- 
ted, the scenario 
was packed with the usual Cro- 
wtheresque touches „ very good 
sound and graphics , but f must 
admit to being a mite disap- 
pointed over the gameptay as- 
pects. The total lack or inform- 
ation made achieving anything 
hard especially since you're 
limited to one fife. I realise that 
William Wobbler is a compe- 
tition game and as such Wizard 
Development are loathe to give 
any information regarding the 
final solution, hut a simple 
Scenario description would have 
made the game much easier to 
play H Once you get over the hill 
oi constantly losing lives and 
getting nowhere William 
Wobbler becomes quite play- 
able — even more so once 
you've found the disk for the 
save game facility. The adven* 
fore is complex and solving the 
puzzles is fun but l*m afraid that 
initial appeal, despite the instant 
addictw&ness of Crowther's 
past efforts, is quite low and 
many a Crowther fan will have 
the right to feel disappointed 


ropes or one way drops. There 
are several ways to expire, each 
one carrying its own simple 
animation sequence of Wil- 
liam's death. Once again, as in 
Gryphon > Crowther has incl 
uded a test card. This time it's 
the type with vertical bars and 
the high pitched tone. It's quite 
easy toget into, you just press 
the RESTORE key a couple of 
times. 


Presentation 7G4b 

Some nice touches but tittle 
else. 

Graphics SORb 

Big and nicely animated and 
detailed for their siae but nor that 
well coloured. 

Sound 01% 

Jolly tune that fits the game 
welt. 

Hookability 69% 

Wi k| ia m ‘s wob b I e i s att ract i ve 
enough to catch ihe eye. 

L&etsbilicy 63% 

But there's more to a garhe than 
a good wobble. 

Value For Money EQ% 

Cassette version is quite expen- 
sive, despite the competition, 
but disk isn't exactly over priced. 

Overall 65% 

Not one of Crowther's best. ■ 
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1 or/d Cup Soccer is Mac- 
millan's latest release 
under their new 'Pro- 
fessional Touch' range. The 
package consists of two prog- 
rams and book with an intro- 
duction from famous goalie Ray 
Clemence. The first of the two 
programs is a football manager 
type game using the World Cup 
as its setting. The first thing to 
do is pick the country you wish 
to represent Playing the man- 
ager of the country of your 
choice you can either select your 
own team or opt for the default 
team supplied by the computer. 
When choosing self selection 
there's the chance to really go to 
town as you are not limited to 
players from that country. The 
cast of players contains many 
famous names, stars from past 
and present including- Moore, 
Pele and Ardiles, Each player 
has three ratings: Strength, 


# /'m not overly keen 
on footba/l as a 
sport, from either a 
spectator or partic- 
ipator's point of 
view, t can see that 
World Cup Soccer 
w&ufd be of inter- 
est to a soccer fan . 
The main po/nt of involvement 
probably being the factfjh and 
quiz, although some questions 
may, / suspect, might he a mite 
obscure even fora total football 
kinetic. The World Cup Manager 
section ts yet another football 
manager style game, no doubt 
inspired by the now legendary 
game from Kevin Toms, The 
graphics are a bit crude but are 
definitely a lot better than some 
Other games of this genre Qver- 
a// World Cup Soccer contains a 
much higher feve/ of profession- 
afism than most other attempts 
at this kind of game. 



Stamina and Speed, each being 
expressed as a percentage. 

Having decided on your team, 
the program tells you what 
group you're in plus who is the 
host country. You are then pres- 
ented with several options. You 
can either view the ratings, pos- 
ition table and fixtures or play 
the match. When you select to 
play the match a scoreboard 
appears with a clock counting up 
to the 46 minute mark. During 
play if someone scores it is ann- 
ounced with a burst of white 
noise and a comment telling you 
who scored — worth making a 
note of when it comes to re- 
selection, Players may also get 
injured or booked. If a penalty is 
awarded you ere asked which 
way you'd like to shoot/d ive. 
Once you have decided, a com- 
puter controlled graphic screen 
is presented. The referee blows 
his whistle and the penalty takes 
place. 

The outcome of the first half 
depends on your team selection 


skills while the second half is 
arcade based. When playing the 
second half you are presented 
with two mini arcade games. 
Header* and 'Shootl In Header 
you control the head of one of 
your players. Footballs are voll- 
eyed over from the left and you 
have to move the head left and 
right to knock one into the goal. 
The goalie will dive and do his 
best to save your shot. Next is 
Shoot, in which you control a 
football boot defending a large 
goalmouth at the bottom of the 
screen. At the top is a smaller 
goal mouth moving left and 
right. A football is thrown on 
from a random position and the 
arm is to defend your goalmouth 
while trying to score in the 
moving goal Upon losing a 
football another is thrown in 
from a random angle. Both 
games have a set number of 
footballs allowed. 

After completing both arcade 
games, a rating is given on your 
performance. Depending on this 
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lhm: L World Cup Soccer 
is quite a different 
approach to a foot* 
■r- V Iff is// Simulation, 
■ 5 M combining some 
.frggdL unusuaf hits of 
^Qim action and strat- 
egy . The program 
is very we/1 pres * 
anted and the approach is such 
that even someone with fitt/e 
computing experience cou/d get 
into it easily enough There are a 
wide variety of questions to 
keep the most ardent of soccer 
fans busy enough but the arcade 
sequences become a matter of 
routine after a few plays 
Although the graphics aren't 
particularly outstanding, they 
do work effectively enough un- 
like the sound, which is the 
weakest aspect of the game, 
there being fifth in the way of 
sound effects and only a couple 
of pieces of rather poor music* 

you're either awarded extra 
goals or the other side are. 
when you've completed the 
match the program gives infor- 
mation on how well you're 
doing and then it's back to the 
first option screen. Drawing on 
experience from the first half it r s 
possible to restructure your 
team. 

The second program in the 
package is a factfile containing 
reformation on World Cups 
since 1930. To get at the infer- 


iTM 


S TO 


matron you have a choice of 
teams or competitions. If you 
choose teams then a year must 
be chosen and the program 
offers data on that team's prog- 
ress. Information on results, 
attendance figures and venues 
are given. If you have chosen 
competitions, a year needs to be 
input. You can then access the 
same data presented in the 
teams section. As a bonus, a 
quiz section is provided. One or 
two player games are allowed 
and the questions ere presented 
in multiple choice format. The 
quiz draws from the large data 
base of facts used by the factfile 
so the number of possible quest- 
ions is massive* 


Well packaged and put together. 

Eraphiicfi 63% 

Nothing spectacular hut 
sufficient, 

Sound ^ 

A few beeps and snatches of 
music, but little else. 

Hook ± ability 79 % 

Those with a passion for football 
will find it hard not to get 
hooked. 

L^Qtobility 8S% 

Massive database should keep 
even the most knowledgeable 
soccer junkie happy for some 
time.. 

V&Iuq For Money 81% 

Book and two games make a 
great value package. 

Over-oil 

An unusual approach to a 
football game that will appeal 
especially to fans of the sport. 
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Atbjnti:* Gold, £2,99 joystick only 


T his is what must be des- 
cribed as a very basic 
arcade adventure, a bit like 
a very basic Sabre Wulf in its lay- 
out. You take the role of Light 
Fingers Lonnegan with the task 
of robbing the Acme Diamond 
Company, allegedly the world's 
largest suppliers of uncut gems. 
Starting from his car he must 
make his way either to the Police 
station, mine or the ADM build- 
ing. 

Watch out though, there's a 
Policeman patrolling the streets 
and he's out to get you. If he gets 
near you can shoot him, but 
beware, more of his Policeman 
chums will come after you* 


Occasionally a dangerous heli- 
copter flies overhead. It must be 
at a blooming low altitude 


though, if it touches you then 
you'll lose one of your three 
fives. 


If you go to the Police station 
then you'll have to work your 
way round corridor to get to the 
key. Watch out for the maraud- 
ing Policeman though, boy, he's 
really mean and pounces given 
the first opportunity to cart you 
off to jail, and that would be a 
real shame f 

Once the station has been 
negotiated you can try else- 
where , , , the really spooky 


mine, perhaps? This consists of 
a maze,, complete with ghosts 
which have to be avoided- You 
can also shoot them which is 
odd — surely ghosts earn go 
through things. In the mine 
there are diamonds and some 
sticks of TNT to pick up, these 
add points to your score. 

The final building you can visit 
is the ADC building itself, 
although in here you must 
beware — the Police are hot on 
the trail and there are lots after 
you. If you manage to pick up all 
the diamonds and open the safe 
then you can return to your car 
and zoom to safety. 




* ff you thought 

1 &t the ofd 
Masfertrotvc 
games were- bad 
\ ‘ & *S_ Y&U should take a 
Jk W l took st this one — 
m IA ^ it's grottiness 
f SE7 knows rw bounds. 

The graphics are 
abysmal with only Commodore 
graphics and a few unaninmted 
sprites t> t mean the Policemen 
ju&tshde about (he piece Sound 
is Just as had the tew sound FX 
are screechy end horrible and 
had me scrabbling for the vol- 
ume knob within moments. The 
game has ait of eight locations 
and to make up for the tack of 
locations is the fact that when 
you die you have to start the 
game aft over again ■ This is a 
ready poor quality piece of soft- 
ware in she strongest respect 
and f don't consider it to he 
worth any thing f ike £2.9$. 


_ l must admit f was 

S rather surprised m 
see this very poor 
attempt at an arc- 
ade adventure act- 
UBfty being releas- 
ed, even at the tow 
price The graphics 
are extremely 
crude, with little or no animation 
to speak of and the sound is just 
as bad ff the game itself had 
been at least half decent then i 
would have some reason for rec- 
ommending it T but no — the 
gamepfay is on a par with the 
graphics and sound, making this 
one of the worst budget games 
currently available, 


Presentation 69% 

Nice on screen instructions 

Graphics 9 iay o 

No animation to speak of and 
generally prany pathetic 
cha r acte r g r aph ics / m o v em ent , 

Sound 5. SAd 

Agghhh ! Where's the earplugs 

HookebiUtv 12% 

Not a Inf unless you I ike ZX 01 
games 

ability 0*3/0 

I doubt it very much 

Value For money 1 

Noi bad if you I ike colour ZX81 
emulators, 

Ovar^ll 9% 

The worst program weVc seen 
on she 64. 
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PUTTING THE CARTRIDGE BEFORE 


THE WORKHORSE 



Robooms suite ai new can- Miscellaneous commands are 

ridges provide a host of utilities included for setting screen and 

ra n g i ng from a mach i n e code bo rder co I ou rs, ena bl i n g key 

monitor to a disk turbo. The repeat, programming the fune- 

rangeof ROMs am structured so tion keys and various other 
that cartridges 1 to4comain var- handy tasks. The Toolkit func- 
io us R obco m uti I itres, while top t i on pe rfo rms wel I an d ta kes 

of the range number 5 contains away most of the pain involved 

all of the Robcom extensions. in using the Commodore BASIC 
The utilities are split i mo five d if- interpreter. In use I came across 

ferent categories: Toolkit; Cass- no bugs. 
efte, Copy. Centronics and Mon- 
itor Since ZZAP1 was lucky MACHINE CODE 

enough to receive the top of the Robcom, having provided well 
range m od el 11 1 review all five f o r t h e BASIC e ruth usi a st, a I so 

sets of utilities. caters well for the machine code 

maniac. A machine code rnorv 

THETOOLKfT itor performing similar func- 

This is a straight forward BASIC lions to the excel lent Zoom 
toolkit enhancing the 64 r S monitor is provided. Type MON 

vocabulary by seventeen extra and then the address in hex you 
commands. The extra com- need the monitor located and 

m ands are not ma I ly inten d ed the mo n ito r status M ne will 

for use within your programs appear, displaying the 6502 

but make the task of editing and internal register set and its con- 

writing BASIC a lot leas painful. tents. Atj the appropriate mon- 

Typing SHOW will produce a list itor facilities are provided, incl- 

of the extra commands now uding disassembly, memory 

available to you. RENUM. dumps and one pass assembly. 

AUTO, FIND, RUST and DEL are The only problem t found was 
really extend ed editi ng feat u res th at the m on ito r co u I dn p t be pos- 

making the input and editing of itioned at hex GOOD because the 

BAS 1C a lot eas i e r. H an d iest of ca rtri d g e puts a lot of its code 

th ese is the RENU M com m an d the re and the m on ito r over- 

wh i ch w ii I resequ en ce th e I i n e writes it. It' s a shame si nee 

numbers back into reg u I a r steps BASIC i s unab le to write over 

of ten. Il also manages to cope these locations and if a monitor 
with GOTO, GO SU0 and was ab I e to be put the re, it wou Id 

RESTORE statements. FIND will be very unlikely to get corrupt- 
locate a specific string in the ed. This problem can be pot 
BASIC text while DEL will enable around but only by locating the 
block delet i on of spec i f i c I i ne mon itor lo we r 1 n me m ory „ d is- 

numbers. PLfST lists your prog- abling the cartridge and moving 

ra m i n pages wh He AUT O su p - the mo n ito r to CGOQ ma n ua I ly . A 

p I les tine numbe rs a s you ty pe in bit awkwa rd rea (ly a nd it m sans 

the program. Also included in that you won't be able to use the 
the package are the HEX and cartridge's turbo facilities. 

DEC commands which convert 
hex into decimal and and back TLM?UO 
into hex again. The cassette extensions should 

De bug pT ng a ids su eh a s OLD , . p rove bl i ssf u II to any 1 on g term 
TRACE, KELP a nd DUMP make user of th e C2N . The cassette 

the process of eradicating errors utility provides an extension 
from the finished program a that enables the user to save and 

much more simple task. OLD, load programs out at turbo 

logically enough, is the opposite speed- The turbo works out 
to NEW — cle&r memory acrid- about ten times as fast as the 

entally and all is not lost. TRACE blank screen standard load, 

is a slow version of RUN with an Surprisingly, reliability is not 

instruction being processed diminished as a head alignment 

eve ry ti m e you press th e sh i ft . tape is pro v i ded wh ich ena b les 
key. HELP highlights the exact the head azimuth on the cassette 

place in a line where an error recorder to be correctly set. 

took p lace whi le DUMP I ists all O nee th e az i mu th is set , f he re's a 

the no n-ar ray va ri abl es i n g reater cha nee of load i n g com - 

me m ory . m ercia I tu rbo softwa re success- 
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fully, since head alignment 
problems account for about 
90% of loading errors. 

A host of extra disk com- 
mands are also provided and, 
most important of all, there's the 
ability to Increase the speed of 
your disk drive to BBC Micro 
proportions. To turbo load a 
program on disk, just type 
□LOAD and then the program 
name in quotes. If you are using 
commercial disk software then 
issuing the command DEVS 
directs any access to the disk 
drive through the turbo cart- 
ridge. Problems may arise if 
softwa reloads above COGG , A lot 
of programs do use this memory 
area and the cartridge will crash 
if it is overloaded. The QUrr 
function will allow the cartridge 
to be disabled without unplug- 
ging but on a few occasions it 
still caused the machine to 
crash. 

All of the DOSS^I commands 
are included, making accessing 
disk a lot easier. Definitely the 
most handy disk feature is being 
able to call up a disk directory 
without writing over your prog- 
ram. Previously you would have 
had to save out the program on 
which you were working, load 
up the directory and then reload 
your program. Now you just 
type £ then return and a dir 
ectory appears on screen. 

OTHER FEATURES 

Should you crash the computer, 
o handy feature is the built-in 
reset placed on the side of the 
cartridge. Depressing it resets 
any situation you may get your* 
self into, be it a machine code or 
BASIC lock up. Used in conjunc- 
tion with the OLD commend the 
reset switch proves to be a 
powerful debugging tool espec- 
ially if you're testing a BASIC 
program that includes protect- 
ion/ 

The copy command makes 
conversion of software prev- 
iously saved on cassette at 


normal speed, a doddle. Using 
tape at normal speed as device 
number 1 and turbo tape as 2, 
ty pi ng CO PY 1 ,2 will copy gi vln g 
prompts on the way. Disk drive 
being taken as device 8, enables 
backups of disk files to be made. 
The only limitation being that 
programs above 186 blocks 
can’t be copied. Copying your 
programs from cassette to disk 
and back again can be achieved 
by using different combinations 
of device numbers. 

The centronics facility enables 
the use of a parallel printer 
through the user port. A connec- 
tion diagram is supplied, giving 
pin out details on the user port. 
Th e co n nect i on i s qu ite standa rd 
and programs (ike Vutiwriteartd 
Easy Script should prove com- 
patible. 


OVERALL 

The Robcom cartridge proves to 
be a great aid in writing cods or 
BASIC and speeds up develop- 
ment time a great deal with its 
cassette and disk turbos Since 
the cartridges aren't exactly 
cheap it would be wise to have a 
g ootf thi n fc about what facil ities 
you'd need before choosing one 
from the range. Obviously it's a 
waste of time f o r a ca ssette use r 
to buy a disk turbo. The only 
minor detraction is the unusable 
4K chunk near the top of mem- 
ory but for your own use it 
seems unlikely that a need will 
arise to use it. A good piece of 
firmware that is well worth the 
Investment rf you spend any 
amount of time programming, 

THE PRICES 

Cartridges 1 and 2 cost £24-95 
each 

Cartridge 3 costs £29.95 
Cartridge 4 costs £34.95 
Cartridge 5 costs £39 95 

For further details, contact 
Robcom at: 

36 Market Place, Fall o den Way, 
London NW 11 6JP 
® 01-209 0118 




•Eight fiery opponents, each with 
own distinctive fighting styfe. 

• Smooth-scroiling camera action, 


• Furious three minute rounds with 
knock-down’ and ’knock our features. 

•W&rm-Up and , Autoplav J sequences. 

• K.O. Meter, Best K.O. Time, score and 
Bonus displayed on screen. 

•Additional boxers to load from tape. 

• Halt of fame. 

k • E ndorsed by Neavywe Ight 

Champion - Frank Bruno. 



Elite Systems Limited Anchor House Anchor Road Aidndge walsail west Midlands Telephone 10922) 55852 Te>ex 335G22SPETEI G 
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The following games have tween marked an five points, graphics, 
sound, last ability* overall {you know about those) and l«l, the 
latter rating judges, the thrill and realism of the game, whether it's 
great to play, smooth and fluent or whether it s rather jerky and 
uncontrollable., 


PITSTOP II 


US Gold, £9.95 cass, 
£12.95 disk, one or two 
joysticks. 


When you first see this racing 
game you get rather 0 surprise. 
The display is split horizontally 
across the middle, each one 


being a screen io its own right, 
acting independently from one 
another. Each half shows vrews 
from the iwo separate cars 
along with information tike 
speed, time, fuel and laps “ and 
it s hero the game scores over 
the rest of the competition. The 
action accurately portrayed 
from both players" viewpoints 
so if player one is ahead of 


player two Ihen two will see one 
in his screen. If two overtakes 
one then one will see two creep 
up behind him and zoom past. 

With this two player mode, 
jostling each other for the opt- 


imum line and trying to bump 


each other off the track becomes 
part and parcel of the game. If 
you select single player then the 
computer takes over one of the 
scree ns and provides 0 pretty 
deft opponent. 

As is well known m the racing 
world, rubbing tyres with ano- 
ther carer belting round a bend 
at 251 mph tends to damage the 


tyres a little. If you do this 
constantly then your tyres start 
to wear out. This is Indicated 
when they turn lighter and 
lighter as you race. Starting off 
ack they follow a nice course 
of rainbow colours before turn- 
ing to a near fatal white. At that 
stage one touch causes a blow- 
out and sends your car spinning 
from the track. 

If your tyres start to become 
worn then you can make a pit 
Stop to change them. Simply 
move into the third far left lane 
just after the starting post and 
ou automatically enter the pits, 
ere, you must control the tyre 
changer and guide him round 
the vehicle to remove the worn 
tyres and replace them with 
fresh ones; and you must also 
control the refueler separately. 
Speed is of the essence — every 
second you waste is a second 
gained by your opponent. 

There are plenty of options 
including six tracks, number of 
leps P three levels of play and 
grand circuit option where you 
race each of the six tracks one 
after the other in true World 
Championship style. After every 
race you are given a scores heet 
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a cing games exist on the 64 the only trouble 
e good from the bad. Never fear, Jools ' let's 
with that bus queue' Rig nail has been driving 
lie of the best circuits the 64 can offer. . . 


I 



with the times of all the cars and 
points allocated, After every 
race the scoreboard is updated 
and with two players the going 
can get very competitive. 

This is a superb racing game, 
graphics and sound being of 
extremely high quality. It's like 
playing two improved Pole 
Positions one on top of the 
other, 

Graphics 91% 

Sound 87% 

Feel 96% 

Last ability 93% 

Overall 95% 

RICHARD 

PETTY’S 

TALLEDEGA 

Audiogenic, £8.95 cass, 
joystick only 

This rather odd sounding game 
is set around the Nascar circuits 
of America (where they race 
large, powerful cars). You have 


to take on IS other racing cars, 
including ace racer Richard 
Petty's on either a tri-oval Or 
random circuit and win, even if it 
means racing dirty. 

Before racing, you must go 
through a gualifying lap like in 
Pole Position. The better your 
qualifying time the higher your 
position on the starting grid. If 
you do badly then you end up at 
the back end of a rather long 
queue of mean drivers who are 
all out to bump you off the track 
and put you out of the race. 

Keeping on the track isn't your 
only worry, there are tyre wear 
and fuel yuages that require a 
wary eye — if either reaches fero 
then you're be out of the race. 
However, there is a pit stop 
facility similar to that in Pitstop 1/ 
which allows you to get your 
tyres changed, engine seen to 
and more fuel. 

There are several types of cars 
on the circuits, bumpers and 
demons being the major com- 
petitors, The main group are 
easily outdriven, bumpers are 
slow but try to cut you up and 
demons are fast, ex-kamikaze 


pilots who try their utmost to 
knock you about. If you overtake 
them then they still give chase 
and hassle you. 

The only trouble with this 
game is that it's old and suffers 
from flickery graphics and pretty 
feeble sound although it re- 
mains pretty addictive and chal- 


lenging, but it has been super- 
ceeded by games like Speed 
King and Pitstop it, 

Graphics 43% 

Sound 56% 

Feel 61% 

La stability 70% 


Overall 64% 
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THROWING A CURVE 




GREAT 
AMERICAN 
CROSS 
COUNTRY 
ROAD RACE 

Activision, £9.99 cass, 
£19.99 disk, joystick only, 

Likened more to a comedy Film 
such as The Cannonball Run 
than a simulation, this game 
features a load of total idiots 
taking part in a race across the 
States, You can choose from 
three races (LA to New York, 
Seattle to Miami or San Fran- 
sisco to Washington) and then 
J try to get from one to the other 


using the fastest possible route. 
There is a fourth option which 
requires you to drive through 
every city marked on the US 
map, and that needs a hell of a 
lot of planning! 

Once you start racing it sud- 
denly strikes you that the race 
doesn't just involve passing all 
the cars in the competition but 
also avoiding Police radar traps 
and adverse weather con- 
ditions. 

Each race involves passing 
through several cities and these 
form sections of the race. There 
is a city-to-city time limit al- 
to wed an d f a il u re to com p I y with 
it disqualifies you from tackling 
the next section. When you 
complete a section then your 
current position in the race is 
shown and you automatically ga 
through to the next one with 
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extra time added to your current 
total. 

As everyone knows cars tend 
to eat fuel when zooming along, 
and the one in this game is no 
exception. There are fuel pumps 
at TOO mile intervals, but if your 
fuel runs out then you are forced 
to push the vehicle to the next 
station by pressing the fire 
button rapidly. When this hap- 
pens you waste valuable time 
since you can only reach a speed 
of 40 mph — know anyone who 
can push a car at that speed ! 7 

The roads are busy with cars, 
lorries and bikes — hit any of 
them then you are slowed right 
down causing a time delay, 

A really novel feature of this 
game is realistic use of the 
gears. The fire button acts as an 
accelerator/clutch and gears are 
increased or decreased by push- 


ing or pulling ihe joystick. Gear 
changes aren't that easy as you 
must first build up enough revs 
to allow the gear change. 
Glj aging the gears correctly for 
optimum acceleration is vital, 
over- rev the engine and it might 
blow, making you push it to the 
next garage. 

TGACCnR isn't much to look 
at but offers some really chal- 
lenging and addictive racing and 
with the load/save option on the 
high&com table it's definitely 
one of the top three race games. 

Graphics 81% 

Sound 51% 

Feel 83% 

Last ability 80% 

Overall 81% 



SPEED DUEL 


DKTromcs, £5.95 cass, 
joystick or keys. 


Speed Duel is a very simple race 
game involving yourself end a 
computer car. You can select the 
speed at which your opponent 
travels, the number of laps and 
the difficulty level. Once you've 
done that you can start the race. 

The idea of the game is simply 
to beat your opponent to the 
finishing post before losing all of 
your five ives {a life is lost either 
when you run off the track or 
when you hit your opponent 1 
After finishing the race you are 
given a bonus for doing so and 
you may enter your name in the 
score table. The track isn't a set 


one but gives random comers 
that are announced by signs 
with arrows On them* 

The graphics and sound of the 
game are really awful with ter- 
rible track perspective, flat tunes 
and unrealistic car control. I was 
amazed to find that the game is 
only about a year old — 1 
thought ft was a realty early 
Commodore game. Even at its 
cheap price it doesn't offer good, 
value for money and there are 
infinitely better racing games 
available. 


Graphics 29% 
Sound 23% 
Feel 34% 

Last ability 31% 
Overall 28% 
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THROWING A CURVE 


SPEED KING 

Digital Integration, £9,95 
cass, £12.95 disk, joystick 
or keys. 

Speed King is a motorbike 
racing game and is in fact a 
co rivers ton of the Spectrum 
game Full Throttle. The game is 
played in the classic Pole Posi- 
tion yiew-from -the- back style 
with similar type of graphics. 

There are tee famous inter 
national tracks from which to 
choose and every one has its 
own record table. When you 
choose a track you can, if you 
wish, have. a high speed preview 
to see what sort of hazards it 
Suffers and give you a chance to 
get to know the track. Pf you're 
still unsure about the track then 
you can try the practice option — 
this lets you zoom around a 
btkerless track to get userf to the 
feel’ of the bike and track, Once 
you're happy that you want to 
tackle that track and start the 
race properly just select the 
difficulty level and you're ready 
to go. 

You start the race behind IS 
other riders and you have to 
battle your way to the front and 
stay there, if you touch one of 
the riders then you spin off the 
track and lose precious time, 
You also crash off the track if you 
try to take corners at high 
speeds, so driving at realistic 
speeds is a far better policy than 
belting around like a loony, 

The bike is a powerful one 
with six gears, good acceler- 
ation and handling. Using the 
gears is pretty easy — just pull 
the joystick down to shift up a 
gear or vice-versa. 

The game is very challenging 
and the other riders are no foois 
and all ride very well. On-screen 
information includes speed, 
gear, current position in race, 
lap time, and current record 
time. Speed King offers a great 
challenge, with brilliant bike 
feel, fast graphics and great 
sound and is surely amongst the 
best racegames for the 64, 

Graphics 39% 

Sound 88% 

Feel 94% 

Last ability 92% 

Overall 91% 



LEMANS 


Commodore, £14.95 
ROM, paddles only 

This is a copy of one of the 
earliest arcade video racing 
games Monaco GP. It's a vert 
ically scrolling 20 view-from- 
above game where the object is 
just to keep going as long as 
possible. You start the game 
with a time limit and the idea is 
to get to the next section before 
the time runs out, If you do then 
you get more time added on to 
allow you reach the next one. 

There are plenty of cars on the 
track although they just career 
from one side of the track to the 
other, jf you touch a car or the 
side of the track then you crash 
and lose time. 

Your car has two gears and 
can only move from side to side 
so that very swift decisions have 
to be made when you're going 
along at top speed. As you 
progress you encounter more 
and more hazards, like the track 


getting incredibly thin, night 
{where you can only see a few 
carlengths in front of you] 1 and 




roads. 

e trouble with Le Mans 
nowadays is that it's hopelessly 
outdated by the likes of Pkstop If 
and Speed King. This sort of race 
game might have sold a while 
ago, but now at £14.96 it's just 
too expensive and too old. 

Graphics 56% 

Sound 45% 

Feel 57% 

LastabtlitY49% 

Overall 51% 


POLE POSITION 

US Gold, £9.95 cass, 
£12.95 disk, joystick only 

This is the official version of the 
innovative arcade game which 
really started the arcade racing 
craze. Set around the Fuji Grand 
Prix circuit, the idea is to burn 
round the track at the highest 
Speed swithoutcrashing. 

When you first start the game 
you have to go through a com- 
pulsory qualifying lap, The 
faster the time on that lap the 
better your placing on the star- 
ting grid las long as your time is 
under 73 seconds, otherwise 
you won't qualifyUf you r time is 
under $8.50 seconds then you’ll 
get the pole position, and re- 
ceive a substantial advantage at 
the start of the race, 

You start the race with 75 
seconds and if you fail to get 
round in that time your game 


will be over — succeed, and 
extra time is added on. The 
number of laps of the race is 
optional but every race has a 
chequered flag at its end.. If you 
do finish the race then you 'll get 
a bonus for the time left and cars 
passed. 

The graphics and sound ere 
similar to the arcade version but 
lack crispness and definition. 
The cars are reasonably convin- 
cing as you hurtle pest them and 
there is a nice touch with the 
track scrolling from side to side 
as you switch lanes. 

Although it's THE official ver- 
sion of one of the most played 
arcade games it's now rather 
dated and there are some much 
better games out on the market, 


Graphics 63% 
Sound 79% 
Feel 78% 

La stability 69% 

Overall 64% 
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Ocean House 6 Central Street Manchester M2 5NS Telephone 06 1 832 6633 ■ Telex 669977 
Ocean Software is ava.lablc from selected branches of: » V WHSMI1 H Rumbelows.G^m. 

Spectrum Shops and all good software dealers Trade enquiries welcome- 
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CRUSADE IN EUROPE 

LJS Go Id ^Vl i c r opr o , £19,35 di&c only, joystick with keys 



From the safety of his dug-out, 
SEAN MASTER SON sticks his 
head up to take a look at this 
wargame . * . 


There ere few moans or 
gripes with respect to this 
game. Not because it is the 
most dramatic and interes- 
ting i wargame &ver publis- 
hed but simply because it 
has no pretense of being 
such and therefore* tn its 
own unimposing way, lives 
up to expectations. 


A few ntggtes . however, 
about the way the desrg- 
nation of air strikes are 
bandied. The number of 
key presses to set up one o f 
these almost makes you 
question their worth. The 
other thing about aircraft is , 
it is true that the allied 
forces maintained air sup 
enomy over the Luftwaffe 
in this stage of the war but . 

. , surety the Germans 
should have at feast one in 
the air f 


The only other bone of 
conten tion is in the bias or 
balance system used. 
Surely the fact that there 
are scenarios and variants 
of varying complexity 
should be enough,. It ready 
does detract from a game 
when there is SO tittle chal- 
lenge that victory may be 
practically arranged Stiff, 
you are not required fo use 
such a feature and in 
n ormai p/a y, you will get a 
good run for your money 
(in fact aft the way to the 
Rhine} with this game, Aff 
in at/ then . not up to the 
standards set by SSI for 
their state of the art war 
games , but certainty worth 
adding to your collection. 


T here are still relatively few 
disc drive owners in rhe 
UK Commodore commu 
nity at present, so there are not 
going to ho many people rush- 
ing out to buy this game, It's a 
pity real ly as it's probably one of 
the best of the recent batch of 
wargames by such companies 
as SSI and Microprose, It has 
always been difficult to fit a 
good war game onto a home 
micro without putting it onto a 
disc but that does bring its own 
advantages to those lucky 
enough to have their own drive. 

Crusade in Europe is the latest 
in Mi crop rose's 'Command 
Series' strategic simulation 
games and involves several 
scenarios set in 1944 between 
the D — Day landings and the 
Ardennes counter offensive in 
December of that year. There are 
five scenarios in the package 
and most of these have a series 
of historical and hypothetical 
variants (such as different Initial 
troop deployments). The five 
scenarios are, The Battle for 


Normandy, Race for the Rhine., 
Operation Ma r k et — Ga rden . 

Battle of the Bulge and Crusade: 
The Battle for France, For all Of 

those scenarios [here are One 
and two player options. 

The display is in the form of a 
free — scrolling map with a 
choice of icons or symbols for 
unit representation, the symbol 
setting gives 'standard' war- 
game unit signs whereas the 
jcons are on a more simplistic 
level- Both are rather chunky but 
dearly defined and there are 
more colours on the map than in 
some games so the final result is 
certainly respectable. 

Game involves play i n day and 
night turns which affects the 
result of combat accordingly, 
Although the game doesn't run 
in real time, game time is run- 
ning ah the while (which fs in 
terms of processing a unit's 
status once every eight game 
hours). Therefore it's imperative 
that once the scenario has 
begun, the player keeps conc- 
entrating solely on the action. 


There !$ a pause facility should 
you require a coffee break 
(normally a necessity <n these 
games), 

The game ru les a re of med i u m 
comp)e*ity but an inexper- 
ienced wargamer would not do 
too badly as a bias is allowed for 
any given force on any scenario. 
The rules booklet itself, is 
beautifully clear and accurate 
and learning the various intri- 
cacies of play is interesting 
rather than annoying as such 
activity can sometimes be. Each 
scenario is finely detailed in 
terms of victory conditions, 
troop dispositions, historical 
notes and other miscellaneous 
facts Microprose have always 
gone for an upmarket look for 
their games and Crusade in 
Europe is no exception to the 
ru le. At the centre of the book is 
a summary pullout which has a 
g \ o ssy colo u r ma p of t he g ene ra I 
game area.. The summary sheet 
will prove useful; unlit all the 
commands are understood but 
the map is totally pointless other 
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Presenmion 70 Q b 

Ocai aiui rifPiai wiJhaul lu 
much gimmickry 


Graphics 4Q a n 

Apceptebie but nor pa 
ularly outstanding 


instructions SSO/'o 

Generally well executed 
I lut you wont ft I it I anyth 
excitingly 01 ^ifial hum. 


Authenticity 65% 

Only good as long as yon 
stick [ o unmodified scena- 
» \o* but even then there are 
one or two questionable 
points. 


Ployahility BG°/b 

Easy to get into the rela- 
tively u sic kilt torrid routine 


Value For Money 

Quit iood considering ihe 
number of scenarios 


Overall GS^ta 

This could have been high 
er had Microprose given 
the game any really exot 
ing features 


than the fact that it looks very 
prertyf 

During play r the command 
procedure for communicating 
with troops is fairly straight for- 
ward and units automatically 
giv& you status reports. Unit 
movement is hidden, as on all 
iht best games, so you're not 
aware of the enemy unless you 
encounter them one way or the 
other. Combat too„ is fairly easy 


Shorter scenarios, winning with 
a bias in your favour should not 
present many probfems. The 
enemy forces' actions become a 
little predictable when play is 
stacked against them, Neverthe- 
less the fact that there are more 
complex scenarios coupled with 
being able to stack the odds 
against yourself with biases and 
variants, should mean that this 
game ought to provide a chall- 
enge for some considerable 
amount of time. 

The usual features prevalent 
m warg ernes of this nature, such 
as- terrain and weather effects 
are present in this game as well. 
There are no startring inovations 
in these departments but they 
are handled in a reasonable 
way, 


being split mainly into Attack 
and Defend procedures* 

After playing several of the 
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ISLAND LOGIC 
MUSIC 

TMS is the most advanced 
product of its kind, and one of 
the best programs vet written 
for a home computer,' says a 
spokesperson for Firebird. What 
are they getting so excited 
about? They have fust acquired 
a world-wide (excluding Japan} 
licence to publish the highly 
regarded Island Logic Music 
System for The Music System — 
TwtS|forthe64. Two versions of 
TMS are planned for mid 
Qctobe r, The island Logic Music 
System at £14 95 on cassette, 
and £17.95 on disk, and The 
Advanced Logic Music System 
at £39 95 On disk, which is also 
available as an upgrade. 
Firebird's Marketing Manager, 
Phi) Pratt, reckons that, Tn its 
various forms TMS will be 
sought by home computer 
enthusiasts and keen amateur 
musicians alike, so it is an 
exciting new step for us/ 

CHRISTMAS 

PASTBLASTERS 

BARGAIN. 

From our tame history 
correspondent: 

Fell you missed out on the past 
hits? Upset you and your 
computer weren't together 
when such classics as Jet Set 
Witty f Beach Head \ DT's 
Decathlon and Staff of Karnath 
and PCG were filling the shelves 
of WN Smith? Well luckily you'll 
soon be able to buy ail four 
{unfortunately not PCG) of the 
above past blasters in one 
package titled They Sold a 
Miff ton from Ocean's latest sub-- 
label. Hits vi tie 

Marketed in a double cassette 
package, They Sold a Million 
gets around alt the fiddly 
messing about 'trying to find the 
program you want on a C9G 
syndrome' usually inherent on 
ail compilation tapes by giving 
each prog a whole side of 
cassette to itself, (So they r ve 
invented a cassette with four 
sides? E Dh 

in keeping with the usual 
standards of Super Marketing 
Man logic, They Sold a Million 
will be available on the 64 from 
the first week of November, 
despite being launched for the 
Yuletide season. And the price? 
A mere £9.95 for cassette and 
£12 95 for disk 


INTERCEPTOR 
MICRO MECCA 

(sic) 

COMPILATION 

Brought to you from our 
resident bargain hunter. 

A real bargain is In store for all 
you Interceptorfansoutthere — 
they are about to release a 
compilation of all their best 
selling garnaS — Arabian 
Nights, Big Top Barney r Where's 
my Bones? T Break fever, 

Ca verns o f Siflahc and Frontline. 

All these games would cost 
you an immense £42.00 if you 
bought them all separately but 
now, on this super compilation 
tape r you can buy the whole lot 
fora piffling£7-95' . . . Now That's 
What I Call Discounting! 


STARION STRIKES 
AGAIN 

From our little Star seeker, Gary 

Uddon 

After receiving plenty of 
compliments for being such 
clever piece of software, 
Melbourne House's 3D 
extravaganza. Station, is set to 
make an appearance on the C64. 
Previously available only to 
those stuck with an Amstrad or 
Spectrum, Station lobs you into 
the year 2010 and, in full 3D, pits 
you in space battles against 
various alien hordes, Thealiens 
have been altering universal 
history by stealing well known 
artefacts, people and treasures 
from their correct time zone and 
hiding them in other time zones. 
Your job ps to enter a time grid 
and shoot the alien ships. 
Destroying an alien releases a 
letter from it, which must be 
collected by navigating towards 
it. At the end of each wave 
you F re left with several letters 
that form an anagram and a clue 
to what the anagram should 
read when they are rearranged 
correctly. You are given a 
selection of dates from which 
the object/anagram might have 
come and to return it to its 
correct time zone you must pick 
the right date. Solve the puzzle 
and you're off to the next grid 
and yet more anagrams. 
Looking at the screen shots, 
the instrument panel and 
surrounding facia looks very 
competent indeed. There has 
been no comment on the speed 


I NTERCEPTOR 
COFTWARE 






WREAK f\ 


same sort of Vector 3D graphics 
used in Elite so keep your noses 
in ZZAPI — we'll be telling you 
soon. 


HEAPS OF 


I £1 2. 95 for disk. I of the graphics, these being the 
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RELEASES 

There are tons of new releases in 
the A ri ola soft pipeline, Julian 
Rig naif was forced to sift 
through them all, 

Wiid West is a sort of icon 
driven graphic adventure 
controlled by funny little 
creatures called Sprites. At 
every location there are four 
sprites which advise you what to 
do, the ultimate aim is to find the 
hidden object — and if you do 
then you'll solve the game. 
There is plenty of on-screen 
action including a bank robbery, 
shooting competition and a 
rodeo ride. Looks interesting, 
and it certainly has great 
graphics. 

Go/f Consruction set is 
apparently the most 
soph isticated go If s i m u I at i on 
written on the Commodore 
which features plan and 


perspective views at every shot. 
There are four courses included 
in the program but you can also 
design and save your own 
courses if you wish — complete 
with bunkers, gradients and 
slopes. 

It r s a journey into space with 
Starship Andromeda, & sort of 
glorified Star Haiders< urn- 
arcade adventure. Featuring 3D 
graphics as you zoom through 
space, you have to locate two 
types of elements, find the evil 
Alans and get rid of her by 
gaining control of her starships 
and swiping her necklace. 

Adventure fens will be 
pleased to hear that those weird 
macho people from Ram Jam 
Corporation {the people that 
brou g ht you Valkyrie 17) a re just 
about to release an adventure 
through Ariolasoft It's 
apparently horrendously 
complex with speech, character 
i nte ract i on, syntax gen er at i on 
and full sentence input. If you 
like the sound of it then keep an 
ear peeled and an eye out out for 
Three Days in Carpathia. 

One program l r ve seen which I 
think has pretty ace graphics 
and sound is a 3D Maze game 
called Scarabaeus, It features 



'scroll era rri a' as you zoom 
through three massive in 

search of Scare haeus, the 
Pharoah's emerald. There's 
loads of codes to collect fn the 
form of hieroglyphs which allow 

S u to locate the key to the 
arosh’s coffin, and plenty of 
nasties and puzzles. Trie game 
LOOKS (and sounds} wonderful 
how it wilt PLAY we are yet to 
see. 

LLAMA GOES 
ARIOLASOFT 

From our Zoological 
correspondent: 

Regular readers of ZZAP1 will 
need no introduction to Jeff 
Winter's company* LlamasoFt. 
Now the hairy hippy's little 
business has teamed up with big 
cheeses At io la soft on a long 
term agreement to market 
Llamasoft titles. 

One of these will be his latest 
program Batatyx, which 
comprises six separate sub- 
games including an enhanced 
Attack of the Mutant Camels, 
Psychedelia and several other 
real weirdies to get you going., It 
could be seen on Jeff's stand at 
the PCW Show. 

Hopefully well review it next 
issue depending on whether we 
are allowed to get our grubby 
maulers on it! 

Ariolasoft have been talking to 


Jeff for a considerable time, and 
in their bid to become a major 
software marketing house, have 
already taken The Ram Jam 
Corporation {Valkyrie ? 7) under 
their wing. Uamasoft games will 
still beappearinia as such, but 
with an Ariolasoft imprint on 
them. 


’ELLO, 'ELLO, 

• ELLO 

Brought to you from the ZZAP! 
detective inspector. 

The latest release from English 
Software is an arcade game 
called Topper the Copper, You 
take the role of Topper and with 
a murder case on your hands 
you have to go and seek out the 
vital cEue to lead you to one of 
seven suspects. There are plenty 
of features in the game like 
random riddles, split screen 
display and music. It'll be 
reviewed next issue so keep 
your eyes peeled. 




GOES VIDEO 

The Secret Diary pf Adrian Mo/e 
and The Growing Pains of 
Adrian Moie r the incredibly 
popular humourous books 
about the life of Adrian Mole — 
poetj intellectual and secret 


diarist have now been 


iff: UFitlllSi tf «!+{■] i i1*Hd UTS 


Level9. 

Based on both books, the 
game puis you in the shoes of 
Adrian (it r s okay, they've been 
specially sanitized} and you 
have to see how well you can 
cope with his adolescent 
problems. The format is an 
illustrated text game. Not an 
adventure as you might think 
but a sort of decision game 
where you are given a choice of 
actions from which you must 
decide to take one. 

The game also allows you to 
print out your course of actions 
which can then be read as your 
Own diary showing the 
successes and failures of you as 
Adrian, 

The game should be reviewed 
next issue and WHS Distributors 
have predicted that it is going to 
be one of the Christmas big 
sellers. It will only be available 
on disk, but never fear . . . the 
cassette version should appear 
on general sale around the end 
of th© year. 

Anyway, why do people keep 
goioqon about Christmas — it J s 
only October, fi 

COLOSSUS CHESS 
PARTIV(IN3D} 

CDS have been updating their 
last chess program Colossus 3,0 


(Atari) and have come up with 
one of the most powerful chess 
programs yet It understands all 
the rules of chess and can also 
handle standard mates 
including the difficult King, 
Bishop and Knight versus King. 

A novel feature is the choice of 
the usual flat 2D board or the 
new real life 3D board which 
actually works! It'll be reviewed 
by our Grand Masters next issue 
... just watch it beat them on the 
simplest level! 


ANOTHER 

SPARKLING 

COMPILATION 

Another report from our newly 
hired Compilation 
Correspondent: 

There are plenty of compilation 
tapes emerging this month . . , it 
must be something to do with 
the fact that Christmas is just 
around the comer ,..l mean, 
only three months away M! 

This one is from Creative 
Sparks and they have kindly 
bundled four of their early 
cl 3 ss i cs on to o ne cassette — 
Black Hawk t Slurpy, Ore Attack 
and River Rescue are ail here for 
only £T7,50 iiess than one of their 
original individual price tags)! 
Now That’s What I Call 
Discounting IL * „ 1 
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COMMODORE 64 


UlTuSRTE 

FLflU THE CiFfMr 


HH 


BLACKwYCHE AT 
LAST 

Ultimate's latest game han got 
here at last the only [rouble is 
that it arrived a few days after 
our review deadlines and 
therefore we couldn't review it, , 
- never fear though, it'll be 
reviewed fully next issue. 

For those who are interested, 
the game features Arthur 
Fendragon, not in his usual hip 
and trendy adventuring gear but 
sporting a black cape and sword. 
He's also had some sort of nose 
job because it has grown bigger 
since his last adventures in 
Entombed (perhaps it got 
slammed in a sarcophagus). 

Set aboard a ship, the 
scrolling backdrops are really 
excellent with lots of shippy 
things like guns, cannonballs, 
flying devils, skeletons, flying 
octopuss.es (no* I haven't been 
drinking, honest Sin honest) and 
other pretty nasty things. The 
ship has f i ve levels an d p I en ty of 
puzzles — what do you give the 
mermaid, how do you get the 

G earl in the shell {yeah! 
owiel l)? It'll all be asked bv vou 


Howie I IJ? It'll all be a sked by you 
as you try to seek the captain's 
soul. 

By the way, please don't ring 


us up if you get stuck - all wrll be 
revealed in the ace V brill tips 
section, just be patient OK? 


SOUND 
SAMPLING 64 

From the resident Z2AP! noise 
generator Julian Rig nail. 

Date) Electronics have 
introduced a new product for 
the 64 — a Digital Sound 
Sampler. The utility allows you 
to record any type of sound 
digitally into your 64 using a line 
or microphone. Once it has been 
sampled you can play that 
sound at any pitch, forwards, 
backwards, with echo or on an 
endless loop. The software 
features a keyboard which 
allows you to play the sound 
like a proper synthesizer. When 
you get a sound its waveforms 
are shown just like on a 
Fairlkjht ! 1 ! You can save any 
sa in pled sou nd s onto ca ssette 
or disk for later use if you wish. 

The Digital Sound Sample is 
available for the Commodore 
now priced £49. ■99' and j want 
one NOW so I can sample 
Lloyd's crummy old Hermes 
typewriter! ! 


SCOOBY DOOBY 
DOO, WHERE ARE 
YOU... 

Scooby Poo, the totally insane 
yet ve ry po pu la r cartoo n 
character is making his way 
from telly to computer in what 
Elite Systems describe as 'a 
compute r ca rtoori r , 

It features Scooby and 
Shaggy as they try to uncover 
the mysteries of McUrioch 
castle., just like an episode out of 
the Hanna/Barbera cartoon. 
Steve Wilcox of Elite said 'the 
best comparison we can draw is 
with laser disk games, the 
player's role is very much as the 
director of an interactive 
cartoon'. 

Scooby Dog should be 
released around the end of 
October and it certainly sounds 
an interesting project (reed 
CftASH number 21 for further 
details)! 

WIZARD 

PLATFORM 

WIZARD 

Wizard is a new platform game 
from Ariolasoft which looks and 


plays similarly to the Epyx 
games Jumpman and Jumpman 
Jnr: The game comes with 40 
different screens which are 
pretty tough to crack, but if you 
do (no Chance) then there's a 
facility to allow you to define 
another 59 screens lest you get 
bored. 

There'll boa review next 
month so if you're a platform 
addict keep an eye out for 
peeled, whichever you prefer). 


WOULD YOU 
ADAM AN r EVE IT 


Here we go again . 


English Software are just about 
to release guess what? 77 Not 
one, but TWO separate 
compilation tapes!!! 

On these little gems appear 
some of the alt-time classic 
English Software games. 
Volume I contains *teflry r s 
House, Jet-Boot Jack, Stranded 
and Neptune *s Daughters. 
Volume II contains Henryks 
House (again) Witch Switch, 
Soldier m Fortune and The 
Legend of the Knucker Note 
sts mng Jet-Bo ot Jed t. 

Both these will retail at £6.95 
on cassette and should be out 


VOLUME 
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“Logon”. 

One word appears on your screen. 

What do you do now? 

You don t know the password. You don’t even know what computer system 
you’ve hacked into. But you do know that you must find out more. 

There are no instructions, No rules. No clues. 

You’re completely on your own. 

You've found your way in. But is there a way out? 



Avai!<3b ' e 011 Com ' TC * 0 '« AflaMH)0. XE XL Cassette t Disc, Siocra.r Zx Spectrum Cassette. Amsttfld464 C 

KJmsBleeiefi Nan-ruM m Hnr.K WkSm / . ’ H ? r *2f tHc " J „ se - MarytebooB Road, lowta* N'.V1 To Ot -335 tJ26 

' , John tonziM, Iftsky 9 . Spectrum, Greens Wodworlh bttlciwioods and good computer software store* everywhere 






MoBtftrtronic, £1<99 cbbb, joyntlck only 


DISTANCE TO T ASSET 


■ TARGE 


DISTANCE in TARGET 


LIVES 


Prouantotion 59% 

Nothing special. 


Graphics 65% 

Nice 3D ground effect, but little 


Sound OTtfe 

Very good military tune, but gels 
monotonous 


Mookability 67% 

Easy to get into but seen it all 
before. 


Last ability 51 % 

Mildly addictive. 


Value far Mohrv 60% 

The two quid's good, but the 
game's still only average. 


Overall 31% 

Reasonable but dated shoot cm 
up. 


AAWGt 

M Al.l.£&‘T Oft bl i C 


M astertronic have gone 
back in time to set the 
scene for this, their 
latest game, You take 
the seat of an old World War II 
prop aeroplane supplied with 
the mission of flying deep into 
enemy territory, seeking a des- 
ignated target and straffing it. 
The game itself is very similar to 
the old arcade classic Suck 
Rogers (a 3D flying shoot am 


§ Mastertronic ha <re 
set themselves a 
bit of a problem 
recently, by releas- 
ing such very good 
games at their very 
MflF low budget prices. 

Naturally you start 
to expect the best, 
but Hunter Patrol is certainty a 
bit of a slip. Nevertheless, bear- 
ing in mind its price, this cheap 
and reasonably cheerful shoot 
em up can't be called bad value, 
it’s Just that you shouldn't 
expect too much , but if you want 
an inexpensive filler between 
major bouts of zapping or adv- 
enturing, then this game is prob- 
ably a modestfy worthwhile 
investment. 


all this whizzing about the place, 
blowing up their buildings. So, 
to put a stop your antics, they 
send up planes that fly around 
the top half of the screen. These 
don't actually fire at you but it's 
fairly easy to crash into one 
should you stray into its path. To 
make matters worse, flak is fired 
from over the horizon and 
detonates randomly with large 
explosions, one touch of which 
will destroy your plane. 

If you manage to destroy the 
required amount of installations 
then you can have a crack at the 
main target — a building that 
you have to fly over repeatedly, 
straffing it many times. On suc- 
cessfully destroying it, you get a 
score bonus, an extra life and 
are allowed to advance on to the 
next level. Should you fait, then 
you are forced to start all over 
again, 


■ ... . " t j , g , 


.^aiUL When / heard that 

r ^ e autfi ° r ®f this 

I® vf game a/so wrote 
tv, ^ *] Falcon Patrol I and 
y ZsLj It i was extremely 
interested, both 
^5Ej32K> these games being 
excellent shoot am 
ups : You can 

imagine my disappointment 
when / saw that Hunter Patrol 
was nothing more than a Suck 
Rogers clone. The game plays 
very similarly and although 
graphically and somcatly better, 
tt doesn't improve on the game- 
play. At £t.99 it's still only just 
average value for money, and 
there are far better offerings 
from Mastertronic at the same 
price. 


With the quality of 
Mastertronic's 

( wl!? f itles improving 
jL"' greatly with each 
new release f was 
f _ nV disappointed with 
this rather poor 
game, especially as 
it was written by 
Steve Lee of Falcon Patrol II 
fame. The graphics are just 
above average , the 30 effect 
with the bands of colour work- 
ing well, but unfortunately the 
same can ’t be said of the planes. 
The piece of music on the title 
screen, although not being one 
of Rob Hubbard's better pieces, 
is very good. The sound effects 
are weak and sparse though. 
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F In this g-am* there are Twelve 

/ if different courses available for you lo 

tackle, each presenting hs own problems, You might 
‘Jr fcll eEL refuse 3 jump, knock a fane# down 0; even be 
eliminated for jumping ft wrong fence. Ufa alt up 10 you. Tel] (he horse to 
walk, canter, gallop, turn or jump when you waul him So. All the thrills 
(endapilli) straight fromHtckeiead! Thst'a no( aJJ , if you wans so 07 some 
new obstacles you can simply and easily design new coureeB tor 
yourself, without any programming knowledge needed. You can 
decide where you want the walls, gates or any of the different types of 
fences available. Up to $ht riders may compose, each icpre^Eniuig a 
different Country with the scores being updated on the 'Easier 
Scot aboard” as each round Lb comp|er*>d r All fauhs are recorded 
automatically, not forgetting f .h*i the dock i s ticking away all the urns as 
well There ts also a “Hi-Score Scoreboard" for each course, We would 
like to thank Team S&nygjpd Harvey Smith for their 

^encouragement 
and inspiration. 


GAME 


MACHINE 


PRICE 


F1**W *d$ ii.w Idf all Qid*w ou.mdm U.K 


ACCESS CARD No.: 

KAMI: ... 

ADOS 1SS: ......... 


Sdiliraiv Phipcia Lid., EUju: Brand CgmpJai, ALLarteei Read 
Wooll&fl, LlvarpoD] 05 j SJ’ 

TalaphaoeE GSl-*28 B3&3 {* Lin*i) Tala*; 527S2G 



I 









WULF 


:* ut* 

imiHinn 


H:t 

muMPii 


1 up 

IIDLl'iHII 


Praoentation 6 1% 

One or two players and little 


Craphice 43% 

Highly disappointing 
considering the potential 


Sound 37% 

Very simple, with simple jingles 


Maaknbilhty 62 % 

Desire to solve high . 


. . but once done ihe game 
paits. 


Value For Money 39% 

Far too expensive for a year old 
Speclfum game 


avaroli 40 % 

Would've been nice eight 
months ago but now . . . 


_ _ / wasn If a great fan 

B of the original 
game when it first 
appeared around a 
* s j year ago on the 
-jW _ k Spectrum (I've 
always preferred 
Atic AtacA The 
Commodore vers- 
ion has been long overdue in 
arriving and now / feet it's just a 
case of too tittle, too late. The 
graphics and sound are as dated 
as the gameplay and /can't help 
thinking that this is one game 
that should have either been rel- 
eased earlier this year or put out 
at a budget price, Maybe 
improved graphics and sound 
would have helped . . - but not 
much 


the orchid, does grow on the 
path itself. These come in five 
species — red, blue, yellow, 
purple and white., They are all 


harmless and do in fact aid you 
during the game if you step on 
them when they're in full bloom. 

Red r blue and purple ones 
make you invulnerable to the 
touch of any animal although 
blue speeds you up and purple 
reverses the controls. Yellow 
orchids ere slightly poisonous, 
one touch and you'll have to sit 
down for a little while to recover. 
White ones are an antidote to 
any other orchid. 

Dotted about the maze are dif- 
ferent objects that you can pick 
up to add points to your score, 
these being things like sabres, 
rings and pack ets? There a re a Iso 


tribesmen, hippos, rhinos and 
the Sabre Wulf himself, who 
runs after you and tries to 
pounce and maul you to death. 

Most of the jungle fauna 
forms a border to the path and 
can't be entered but one plant, 


Computers & Graphics — or Ult- 
imate to you} Sabre Wulf amulet 
and escape. The jungle is made 
up from 256 screens which Tlick' 
as you go from one location to 
another The majority of these 
being maze-like paths that have 
to be rigorously followed. Most 
paths will lead you either to a 

a swamp or 


S abre Wuff is one of the all- 
time classic Spectrum 
games originally from 
Ultimate, and now r after a year s 
wall it has finally been convert- 
ed lo the Commodore. 

The game is a 2D maze, arcade 
adventure where the object is to 
enter a jungle, find the four sep- 
arate pieces of the ACG (Ashby 


extra lives in the form of voodoo 
dollies that provide much need- 
ed extra gameplay. 


Almost every Ult- 
imate game releas- 
ed has caused a 
stir, either because 
they are so fab , or 
because (despite 


deed end* usual 
pond, or to a clearing. If you find 
the correct path though, if II Seed 
you to the place of the Guardian 
where you II be able to escape if 
you have all four amulet pieces. 


Having seen and 

WLiSm Sabre Wulf 

sRNwKV on the Spectrum 
some considerable 

# time ago f wonder- 
ed whether it was 
worth Firebird's 
time in releasing it 
There are plenty of 
new style aerdvarks on the 64 r 
and the format of the game is 
rather crusty , especially when 
compered with some of Ultim- 
ate's new Commodore stuff. The 
graphics on this game are very 
disappointing with really flick- 
er/ sprites and no improve- 


The pieces are always located in 
four of the 16 clearings, so it p s 
advisable to head towards these 
rather than follow paths blindly. 

Mo jungle is complete without 
its animals, and this one is no 
exception There are plenty of 
deadly jungle animals lurking in 
the foliage, most of which can be 
killed with your sword. These 
animals range from spiders and 
fleas to porcupines end gibbons r 

There are some creatures liv- 
ing in the jungle, however, that 
can't be kilfea with your sabre 
These are the most deadly and 
usually catch you by surprise by 
hiding off screen so as soon as 
you enter a new one, they'll get 
you. These rotters include the 


state-of-the-art) 
m they are so similar 
to the previous release that 
people fed aggrieved. But wher- 
ever they have never been ig- 
nored Or course, most of them 
have appeared on the Spectrum . 
and when Sabre Wulf came out 
it was accused of being an Atic 
Atac with trees , Actually, I think 
its an easier game than Atic 
Alac. What's oud is that anyone 
has released it now on the 64 r 
when Ultimate themselves have 
done much better looking stuff 
on the §4. I can see Firebird's 
point in a way, but perhaps 
Sabre Wu lf is just too dated now 
in its original form — it could 
have dona with a complete 
revamp . 


ments on the original Spectrum 
graphics. The game itself isn't 


too much fun to play either — 
most of the screens all look the 
same f and once solved (rather 
easy), there's no real compul- 
sion to go back to it 


w-tmr 
Ive H 


54 ZZAP! 64 November 1985 



COMPUTER GRAPI 11CS LTD. 


SALES 051 - 709-4462 
TELEX 628332 CAMEG 
SPECTRUM 48K- COMMODORE 64 




Saucer Attack 
looks brilliant. The 
graphics are ama^ 
zing and the anima- 
tion superb. The 
only trouble is that 
there isn't very 
much of a game 
there, £ven Jt T 
managed to complete it after 
three half-hearted attempts, t 
must admit that there are some 
difficult factors involved. The 
program sometimes gets a mite 
confused as to whether you've 
blown up a saucer or not More 
than once f hunched an ena 



globe that smacked right in the 
middle of one of the alien in- 
vaders only to have the program 
totally ignore my destructive 
talents (Oh yeah, any excuse 
-JR> Also the inability to have 
more than one missile in air at 
once made the going slow- The 
scoring system is a bit awkward 
— the instructions say that the 
i saucers gain a point every three 
seconds which is fair enough 
but the points are only added 
onto the saucers' score once 
you've fired a shot. The atmos- 
phere is really strange * it feels 
like you're acting out a naff 
fifties sch fi mo vie. Overall pretty 
bad f I'm afraid, despite the 
wonderful! graphics there's just 
too Utile gamepfay for Saucer 
Attack to make it, except as a 
reasonably priced budget game. 


Hor some mysterious and 
unexplained reason aliens 
in flying saucers have 
decided to invade Earth — 
they've probably been watching 
the new series of V . Deciding 
that Washington DC is the best 
place to achieve their aim, they 
fly around destroying famous 
landmarks in a fit of extrater- 
restrial vandalism. Based in a 
bunker on the outskirts of this 
famous city , if s your job to send 
the aliens back from whence 
they came. You're armament is 
an energy gun with the limita- 
tion of only being able to have 
one shot in the air at any time 
Saucer Attack from A rial a soft 
is straightforward alien zap. You 
control your energy gun via the 
joystick. By moving the cross 
hair sight around the screen you 
can let loose an energy ball as 
soon as your sights are lined up. 
The screen depicts the view of a 
bunker looking out across 
Washington with all the familiar 
landmarks visible. The object of 
the game is to repel the invaders 
end you can achieve this by 
scoring 150 points. Once you've 
done that you get a crack at the 
mothership. The invaders need 




SAUCERS 2 




to reach only 50 points to win the 
game. For every three seconds 
they gain a point and also when 
they manage to destroy any of 
the major landmarks such as 
Washi n gton " s N eed I e they 

receive an extra 6 points. 

Different tactics are needed 
depending on the saucers' 
movement patterns. If a ship is 
moving horizontally only when 

K ou fire will it remain stationary. 

the aliens are moving verti- 
cally at all they keep moving 
regardless. For hitting a moving 
saucer you gain bonus points. 
Every now and again one of the 
space ships attempts a landing 


On viewing Saucer 

® Attack for the first 
time I thought I was 
m for something 
. special, since the 
■_ ' background looks 
so stunning. Unfor- 
tunately this turns 
out to be mislea 
ding as the game is weaker than 
the " unusual but sparse sound 
effects, with little to do other 
than blast two spaceships. This 
becomes incredibly boring after 
only a few games and Quite 
honestly , I feel there's tittle more 
to say on the matter 


This suffers from 
the Tab graphics, 
shame about the 
game* syndrome. 
Washington is 
shown tn the sort of 
detail which has 
only been seen be- 
fore on the arcade 
game Bomb Jack The sprites 
are really crisp and well drawn 
too . The only trouble is that the 
gamep/ay is malty boring, being 
a naif version of Missile Com- 
mand and ft*s very easy (two 
goes to complete} I Perhaps it 
would have been better at £ 1.93 
than £7.95? 



and if it succeed then it's good- 
right Washington. When this 
happens a message flashes in 
the status area at the bottom of 


the screen. 

There are three phases of 
attack, each one starting ever/ 
time you score 50 points. The 
waves take piece En daytime, 
evening and night with the 
graphics changing accordingly- 
HavEng thwarted the invaders 
it's offinto space to confront the 
mother ship. Flying through a 
starfield, the mother ship flies 
back and forth in front of you. 
The place you need to hit is the 
command module at the top. If 
you miss it yet hit some other 


pad of the ship then it loses 
some shielding. The amount of 
ammo you r ve got left on this 
stage depends on how well you 
did in the previous stage. Kill the 
mothership and the game's 
finished, 


Pranentotion 51% 

Title screen and hi -score feature 
but no options. 

Graphics 70*% 

Incredible backdrop* neat 
sprites* not much else. 

Sound 3QPti 

Strange* fitting but few FX. 

Hookahilifcy 61% 

I Enough interest tor a couple of 
games , . . . 

I Lsstabilrty ^9% 

. but that's aU. 

I Valup For Msnoy SB% 

I Little gameplay offered for the 
I price 

| Overall 30% 

I Great graphics just aren’t 
I enough . 
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* Endorsed by Geoff tapes, 
Olympic shot putter. World 
and European Strongman and 
World Highland Games 
Champion. 

★ On-screen training on weights or 
iron bars 

* Continuous individual muscle fitness display. 
* Skill Levels and Hail of Fame. 

+ SIX exciting and demanding challenges 
to be overcome. 


* TRUCK PULL 

OR TUG OF WAR. 

* CAR ROLLING. 

+ BARREL LOADING. 

* FAIRGROUND BELL. 

* LOG CHOPPING. 

* WRESTLING. 

Available from all ktAdlncj softest rulers OS order 
lodsy by rrail. 

4GK SpecUum £7Q$. Ail OTHERS E0 £S 
CAM 64 


moilech 


Martech is the registered trade mark of Software Communications Limited 
wartech House, Bay Terrace, Pevensey Bay, East Sussex 0N24 6EE 

TRADE ENQUIRIES WELCOME. PHONE: (0323) 76845-6 TELEX: 87465 EXIM Brighton 
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SKILL, STRATEGY, TIMING . . . NOT JUST ANOTHER JOYSTICK BaSH! 










We've never done a prize quiz in 
ZZAP! before — mean of us eh? 
Well, now we're putting that 
right, because in a moment of 
uttermost boredom, GABY 
PENN, the well known hair- 
dresser from Berk ham spread 
and lately a batchelor of the 
perish of Ludlow, set down and 
penned {groan} this clues and 
guessing geme specially for 
you, What he's done is think up 
sixteen clues for you to ponder 
upon (don't do that in public 
though). Solve each end EVERY 
one of them and enter the 
answers in the grid which has 
been lovingly drawn by tender 
Tony (the new face up in Artb 
and caressingly reproduced on 
film by Matthew (also up in Art), 
so that our printers can bring it 
to you, just as you see it now. 
You should end up with the 
name of a game In the vertical 
column which has been heavily 
outlined (a 3.5 ceramic draught- 
sman's pen, for the technically 
minded). 

No cheating now, and no 
inspired guesses — only 17 cor- 
rect answers will be accepted to 
go into the hat for drawing out. 

Answers to reach us by 14th 
November latest (you can accur- 
ately reproduce the grid on your 
own paper If you don't wish to 
cut up the mag but don’t forget 
the name and address if you do 
that). The first three correct 
answers drawn out will each 
receive £25 worth of software of 
their choice and a ZZAP ! T-shirt, 
while 3 runners-up will get a 
ZZAP I T-shirt, 

So get your thinking caps on, 
and rush those forms in to: 

ZZAP! QUIZ, PO BOX 10, 
LUDLOW, SHROPSHIRE SV8 
1DB. 


Yes folks, roll up for a 
big prize if you can get 

this leetle ol' quiz right . 


THE CLUES 

1. Just the season for a sports sequel. 

2. Mastertronic's motorcycle madness. 

3. Dosey backward arcade adventure set on the moon. 

4. Soccer, Basketball and Tennis all have one thing 
in common other than Commodore. 

5. Tony Crowthers Kamikaze train. 

6. What you would get if you gave laxative to a famous mote. 

7. Playing cards the US Gold way. 

8. Melbourne House had one blow up on them! 

9. The original 3D racing game. 

10. ... in Space, no-one can hear you bleat! 

11. Activision's Oriental arcade puzzle. 

12. Brian Jack's or ZZAP's? 

13. Steve Evans' most famous arcade clone. 

14. The infamous author of Dropzone. 

15. The colour of Quicks ilva's turtles. 

16. Zaxxon, Pipeline or Huey? 
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Manufacturers, Distributors and suchlike, gather ye round and 
harken to our words . . 

If you have a joystick, trackball etc that you feel should be put 
to the ZZAP1 test then hesitate for not a second longer. What are 
you waiting for? Take the plunge and send us your wares for 
placing under our rigorous and scrutineering eye 

Send any sticks, halls and m eases etc to: 

ZZARSTICK ! King Street, Ludlow, Shropshire SVfl 1AQ 


Seriously thinking about buying a joystick and can't decide 
on which stick to pick? Despair no longer for the ZZAP! team 
have been hard at work putting all manner of joysticks 
through their paces, to bring you this . . . the second batch of 
the ZZAP! joystick reviews. 


The joysticks are put through a series of rigorous tests and fir in 

we've come up with a marks scheme to refect the results of com 
these tests and our opinions in general. use< 

Do the suckers suck? How well does the shaft stand up to was 
pressure? Does the stick feel good and perform well? We thro 
answer all these questions and more in our search for ulth had 
mate joystick fulfillment. 

All joysticks have been tested on four different types of game 
— * Thing on a Spring, Way of the Exploding Fist, Dropzone 
and Decathlon. These games were chosen because we 
thought they brought out the necessary requirements of a E3 
joystick. Thing on a Spring was used to see how responsive/ 
sensitive a 


stick is fr such things as pixel perfect jumps. 
Way of the Exploding Fit needs something with easy to 
obtain diagonals and fast responses, white Dropzone 
requires all round quick response on both movement and 
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Joystick Review 


ATARI JOYSTICK 

Supplier: Atari Carp {UK) Ltd. Atari House, Railway 
Terrace, Slough, Berkshire SL2 SBZ. Tel (0753) 33344 
Price: £7 99 


The Amri is one of the most 
classic and durable joysticks of 
all time, The design hasrTt 
changed since it was introduced 
to the gaming world over seven 
years ago (I) and since its advent 
Ft has stayed the distance to 
become one of the popular all- 
time greats, especially at its 
cheap price. 

The stick itself is very basic in 
its design, having only a single 
fire button and a reasonably 
short, tapered stem. The base is 
square and although it looks 
rather odd, it is actually comfort- 
able to hold AND effective on a 
table. 

When new, an Atari joystick 
(ends to be rather stiff but still 
very responsive because of its 
short stem. They are incredibly 
durable and can survive several 
games of Decathlon before they 
emit ominous clicks. One need 
not worry though, as the joystick 
seems built to last and is virt- 
ually indestruetable, save Gary 
Lsddon jumping up and down on 
it to prove ofherwtse. Even JR 
has owned one for three years 
and It's Still going strong! 

The fire button is also e little 
stiff initially but wears in quickly 


to become very responsive. 
Diagonals are easily and speed- 
ily obtained — great for those 
swift moves required in Expiod- 
ipff Fist. Overall the Atari is 
incredibly good value for money 
and is a highly responsive and 
durable stick. If you haven't 
enough money to buy the 
Euroma Arcade or Competition 
Pro then the Atari is your stick. 

Responsiveness: Stick 9T% 
Initially stiff but highly wears 
in effectively. 

Responsiveness: Button 
82% 

A good feedback and feel 


ATARI SUPER CONTROLLER 

Supplier: Atari Corp {UK} Ltd, Price £9.99 


urn:/ 


Ergonomics 32% 

Depending upon the size of 
your hands, it can be very 
comfortable to hold. 
Durability 94% 

Remains superficially un- 
scathed through the heftiest 


battles and races, but 
weakens internally. 

Value for Money 96% 

The cheapest joystick on the 
market and one of the best. 
Overall 94% 

Sturdy, reliable and cheap. 


This is quite an unusually 
shaped joystick looking more 
like a thin wedge than some- 
thing to help you play a game. 
The stick has two side mounted 
fire buttons which can bo rotat- 
ed up and down to adjust them 
to suit your hands. 

The stem is very short and 


mushroom shaped with a comf- 
ortable grip on the top. It tends 
to be quite stiff when new, but 
once worn in it's incredibly res- 
ponsive because of its short 
travel. Since it has a very slim 
base it's very comfortable to 
hold, the only trouble is that 
because the fire buttons are side 


mounted thumb power is the 
only way to get decent fire- 
power, The odd position of the 
fire buttons also makes table 
play pretty ineffective. 

When used for Decathlon the 
joystick proved extremely hard 
wearing and for Dropzone and 
Exploding Fist it stood up welt, 


even if the fire buttons were a 
pain {literally}. 

Like the other Atari joystick 
the Super Controller is cheap 
costing only £9.93 — below the 
average price of a joystick. Over- 
all j t 1 s very g ood to p I ay with a nd 
if you like the positioning of the 
fir£ button then it is one you 
Shou ld definitely try out. 


Responsiveness: Stick 86% 
Short travel on stick and it 
wears in nicely. 

Responsiveness: Bottom 
84% 

Side mounted, but still resp 
Onsive. 

Ergonomics 81% 

Very good to hold, fire 
button lets it dawn. 
Durability 88% 

Very tough little stick that 
stands up to a pounding. 
Value for Money 91% 

Very cheap but by no means 
nasty. 

Overall 85% 

Recommended for both its 
price and playability. 
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ATARI TRACKBALL 

Supplier: Atari Corp (UK) Ltd, Price: £19,99 


Trackballs tend to be rather 
expensive, but now Atari have 
brought down the price of their 
own Trackball it is well worth 
taking a look at Trackballs were 
first introduced in the arcades 
and appeared on both Centi- 
pede and Missile Commend. 
The idea behind them is to allow 
you to do very swift movements 
and pixel perfect manoeuvres 
just by rolling the ball around. 
Although they can take a bit of 
getting used to, once you have it 
is possible get a great sense of 
'fee l’ from the game and really 
associate with the object you're 
controlling on screen. 

It's not fair to play test the 
Trackball on the same games as 
the joysticks so we decided to 
use Doodle (drawing utility), 
Gryphon l and Shadowfire. With 
Doodle the trackball fared excel- 
lently with smooth curves and 
intricate patterns easily achiev- 
ed. Gryphon's game pi ay was 
vastly improved — once you've 
used a Trackball on this you'll 
never want to play it with a joy- 
stick again. When used with 
Shadowfire the cursor could be 
swiftly and accurately moved 
about with ease, 

Overall the Trackball is a brill- 
iant and underrated controller. It 


might not be suitable for most 
games but on those for which it 


has been designed there's noth- 
ing to match it. 

Responsiveness: Ball 99% 

Incredible response to the 
slightest movement, 

Responsiveness; Fire Button 
96% 

Two excellent fire buttons. 


ball mounting. 

Value for Money 93% 

For a Trackball of this quality 
a steal. 

Overall 95% 

Unbeatable in its field. 


springy and responsive. 
Ergonomics 89% 

Brilliant fortable play and 
not too bad to hold. 
Durability 96% 

Extremely tough shell and 


spot. The Boss stood up to the 
Decathlon but it's by no means 
easy to waggle at any great 
speed. If this is the best that one 
can expect of a cheaper Wico 
joystick then we were not overly 
impressed. They ought to stick 
to what they're beat at, ie 
making high quality, high priced 
slicks. If ley could also drop the i r 
prices while they're at it. 

Responsiveness: Stick 61% 

Bad fee! and sluggish to 
respond. 

Responsiveness: Button 
49% 

Only one fire button that isn't 
too hot. 

Ergonomics 68% 

Not that easy to hold and not 
much easier to use on a 
table. 

Durability 81% 

Although unresponsive, it is 
very sturdy. 

Value For Money 58% 
Would benefit from being 
somewhat cheaper, 

Overall 65% 

A rather average stick at an 
above average price. 


This is one of the Cheapest sticks 
that Wico produce and it seems 
to suffer rather heavily as a 
result. The Boss doesn’t have 
quite the same feel of quality as 
the Bat Handle and the Three 
Way, even though it is made 
from heavy duty components. 
The single top fire button is un- 
responsive and feels very slug- 
gish to use. The stick itself is also 
slow to react and is insensitive 
and 'uncooperative' to use, 
which is surprising, since leaf 
switches ore used. 

The shape of the stick means 
it's fairly comfortable to hold, 
especially if you have large 
hands. It's rot too bad on a table 
top either. Problem is, the joy- 
stick grip moves freely about the 
shaft, making it easy to lose your 
grip and that can be frustrating 
at times. The lack of a base fire 
button means that the stick is 
unfriendly and awkward to use. 
It didn't perform too well on any 
of the games and diagonals are 
a pain to get, especially in a tight 


STii-l- 
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WICO BAT HANDLE 

Supplier; CGL, CGL House, Goldings Hill, Loughton, Essex 
IGiOZRR.Tel 01 508 5600 
Price: £27.99 


WICO THREE WAY 

Supplier; CGL, Price: £32.99 


The Bat Handle is very similar to 
the ones you find in some 
arcade machines (like Karate 
Champ\. It's very tough and 
pretty simple in design with a 
square base and long tapering 
stem. 

There are two fire buttons, 
one mounted on the base and 
one on the stem, useful if you 
want to give your thumb a work 
out. The trouble with this type of 
stick is that because of its very 
long stem there is a great travel 
distance between contacts 
making it unresponsive and 
rather sluggish (especially for 
games like Drop/one). Perhaps 
rf the stem was made a little 
shorter then the stick would be 
pretty good, but as it stands it 
ust takes to long to move from a 
eft contact to a right. 

The stick tended to be rather 
unresponsive to pixel move- 
ments for the same reasons, 
playing Thing as a total disaster 
area, especially when crucial 
jumps and adjustments were 
needed. When put through the 
Fi$t test it fared reasonably well, 
but only if the stem was held at 
the bottom. Held at the top it was 


again sluggish. 

It didn't do too badly in the 
Decathlon test and showed no 
sign of weakening. We were 
pretty surprised to find that 
qu ite a good tu rn of speed could 
be achieved if the stem was held 
near the base. Hold rt at the top 
and your arm is going all over 
the place and no real speed can 
be accomplished. 

Overall the stick just didn't 
seem anywhere good enough to 
warrant its Ihgge price tag. It 
wasn't very comfortable to hold 
and although the base fire 
button was good the top fire 
button was just about useless. 


Ergonomics 69% 

Large square base made It 
difficult to hold, tablewise it 
wasn 't too bad, 

Durability 92% 

Strong with resilient base. 
Value For Money 49 % 

Just too much for too little. 
Overall 77% 

Very expensive and 
disappointing stick. 


Responsiveness: Stick 74% 

Massive travel distance 
makes it very unresponsive if 
held at the top, 


Responsiveness: Button 
91% 

Top fire button pretty 
useless, but base button 
nice, responsive and spring 


am Of a high quality but a good 
rapid fire rate can only be 
achieved with the base button, A 
switch on the top side of the joy- 
stick base enables you to :hoose 
between the grip and base fire or 
just the grip fire. This is a great 
joystick and one I would recom- 
mend heartily if weren't for the 
ridiculously high price. 

Responsiveness: Stick 88% 
Despite length of travel the 
sticks reacts well. 

Responsiveness; Button 


The Wico Three Way is effective- 
ly a deluxe version of the Bat 
Handle joystick, being very Sim- 
ilar in appearance but not in per- 
formance and price. So what do 
you get for the extra five quid? 
Well to start with the stick came:; 
with three freely interchan gable 
grips that slip, with some diffic- 
ulty may we say, over he steel 
shaft. You are supplied with a 
Red Ball (as found on the Wico 
Red Ball funny enough}, a Bat 
Handle (the same as that actual- 
ly on the Wico Bat Handle I and a 
Grip Handle. The grips aren't 
particularly comfortable to hold 
and make the shaft feel some 
what 'separated' from the base. 

The Three Way makes use of 
the responsive leaf switch 
mechanism, but unfortunately 
the shaft is too long and there- 
fore so is the distance of travel. 
This makes the stick slow to 
respond to movement when 
held 'properly' ie firmly by the 
grip, but it did in fact perform 
very well when held nearer to 
the base of the shaft. Diagonals 
can be obtained quickly and 
without a great deal of thought, 
making Exploding Fist an enjoy- 
able game to play to piay with 


the Three Way . Small move- 
ments are also affected by 
where you hold the grip, but the 
degree of sensitivity was suffic- 
ient enoughwhen playing Thing 
on a Spring , however, 

The grip isn't the only inter- 
change ble aspect of the stick as 
there are two different gate lock 
controls to restrict movement to 
either four or eight directions, 
depending upon your needs. 

there are two fire buttons, a 
grip fire and a base fire — both 


Very bouncy with a good 
feel. 

Ergonomics 79% 

A bit too bulky too hold 
comfortably in the hand but 
stable on a table top. 
Durability 93% 

Tough leaf switch action and 
outer casing. 

Value For Money 60% 

Far too expensive, even 
though it's a very good 
joystick. 

Overall 87% 

Great stick, shame about the 
price 




64 ZZAP! 64 November 1985 



The PSS Wargamers Series 

has been created to combine , 

elements of a strategy game like 

chess with the added excitement^ \l v , 

of graphic arcade sequences. The 

games require skill and mental aa intvsm . ^ 

and are ifesigned for the person 

wants a serious but stimulating M | 

game. The strategic level of the ■ ® 

game is played on a map system, whilst the tactical element 

can If wanted be played in an arcade style. 




BATTLE FOH HIPWAY 
Computet A Video Gem** 

- Commended fay Its reedera Icp E-pat 
Strategy Game at the Golden 
Joystick Award a 19&S 


the scenario 


The BatttE of Britain took place 
belWttn July and October erf IMG, 
and warn 111* GdPmin Luftwaffes 
attempt to defeat the R. A f and gain 
air superiority prior to Operation Sea- 
Iipn - the Invasion of Great Britain 
scheduled for me summer of that 
year. 

The ensuing battle has gone down in 
history SB one of the meet courage- 
ous erf WW1I culminating in the defeat 


of the Luftwaffe and (he Eancettntion 
□f Operation Seal ion. 
in the famous words or Winston 
Churchill; 

'"Never has so much been owed by sc 
many to so few" 


The flame 


Mfli 


BATTLE FOR MIDWAY 


'Battle For Midway' put* you I 
mand of I he US Pacific I led a six 
attar the attack by the Japanese 

Harbour. 


earl 


You are In control cf Fighter Com- 
mand and lihe computer eirhulataa 


me operafaen* room. Your task is to 
deploy your aircraft against Ihe 
Incoming squadrons of lb* 
Luftwaffe, while! beating in mind Ihe 
problems ol limited flying time, 
ammunition, available landing atrip* 


and the size of The incoming force. 
You tan etfto leaf your arcade skills 
by actually faying a Spitfire In air to air 
combat or Firing an anti aircraft furl 
In ground lo air battles. 

Designed fay Alan steel 
Written by Alan Steat, Ian Bird 
Graphic Help from Faul Hutchinson 

Bante of Britain wifi Boon be 
avmfebte for A tart 3 Spectrum, 

FEATURES 

1, OPTIONAL ARCADE 
SEQUENCES 

3, a LEVEL GAME OPTION 
3, CAMPAIGN GAME OPTION 
FULLY DETAILED INSTRUCTION 
BOOKLET 

FREE MEMBERSHIP OF THE PSS 
WARGAMERS SOCIETY 


‘i 


I 


TUBA 


EUROPE — THE GAME 

Theatre Europe simulates the first 30 days 
Of Ih* w|f. In addition to being able lo 
command either side, the player la able lo 
ohooae the style of his opponent {The 
Computer^ 


THEATRE EUROPE 
ZZART *4 June B5 

QoSef Mari 1 r Awmnj 
,.,lhe gene^Bled fay Ihli 

n*ceh*n| game !« incrftd'eie^YlriL 
ally unrivalled fay anything eiaa a vall- 
able cm the Ihe ■W.,,* 


PS S, 452 STONEY STANTON RD. COVENTRY CVB 5DG. TEL. COVENTRY (0303> 667SS6 
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This is no Offer . . . 
This is an INSTITUTON! 



We'll Skip all thegloppy bits about what a stunning magafine ZZAP! 
64 is — you've heard it all before, besides we need the room tom in 
all these wonderful Ariolasoft games. IF YOU ARE NOT VET A 
SUBSCRIBER TO ZZAP! — READ ON! 

You could get your monthly ZZAP] dropping through your letter 
box every four weeks without any bother, end get some greet gai i jes 
into the bang sin with this superb deal. A subscription to ZZAP. (T2 
issues} normally costs €14 50 (including post!, but fill mg out the 
coupon on this page will get you a year s sub and ANY TWO ot the 
Ariolasoft games listed here for only £22,45 {cess) or £24.45 {disk). If 

p i- ■ _i _ knkln FI loec than w/iLk fl n 3 UP 


You're a disk drive owner, that's actually £1,45 less than you'd have 
VIRTU ALLY COMES FREE! 


AND ON TOP OF THAT, as a ZZAP! 64 Subscriber, you're automat 
ically entitled to a 5Dp per Item discount on any titles you purchase in 
future from ZZAP! Mail Order, 

All you have to do is fill out the form, choose the two games you 
would like to receive, and send the appropriate payment with the 
form to the stated address. Within a few days, your details will go 
onto the ZZAP! Subs computer and you'll be one of the growing 
band of elite 64 gamers . . . 


k-V. 


k 






gsstp 

u*w\ v “ 

Cidssonly 


ONf ON OWE 

ball art?^ e , ac * kftSfctM 

®i*k or Cass 


As for existing subscribers * . . ! 

Even if you already have a subscription to ZZAP! through a similar 
offer in an earlier issue, you can still benefit from this latest deal. 
Thanks to our arrangement with ARIOLASOFT you can choose ANY 
TWO GAMES for only £11.95 (cassettes! or £14.95 (disk — averaged 
out over the range, that's effectively two games for the price of one i 
Use the appropriate part of the form on this page 


ARIOLASOFT /ZZAP! 64 
SUBSCRIPTION OFFER 

Yes, I want to subscribe to ZZAP1 64 fw one year, and 
receive the two games of my choice as indicated below 

Block capnals ptaastii! 

Name ■ ■ * 

Address .... -»• 

. a IA, ■ ■ ■ j ill' ■ I p •■ || I 4 h I H I I 1 B B 

Postcode 

Iromember to fitl in yQ yf chcncs of cornea below 


L 


I'm already a subscriber; but! would ttketa receive the two 
Ariota&aft games below from those listed on these pages, 

INI sms * * + + p ^ ■ * h > - - ■ i * > * 1 1 + ■ i » * * j , . » f , T t ■ ■ 

Address * - « 

| k ■ l l f l ■■■■-■ P i I! I 1 ■■ 4 PR ■ 1 k ■ Pi 1 “ "■ 1 1 * 1 1 ^ 

Postcode 

MY SUBSCRIBER CODE IS 


My choice of games is: 
DISK ONLY: 

1 .... 


■ -i # f- 4 




CASS ONLY: 

■ iiTi-rfi i Jfc + B 1 ■ 1 
S m P ■ ■ ■ * a r a 1 H 9 R » * 


■I r i + 1 + 


P -B I- -i J V 


I enclose a cheque/postal order made payable to 
NEWSFIELD LTD for: 

jtick whichever $ appropriate^ 


□ 

£24.45 1 ZZAP 1 Sol) p?ij g 2 disk gamfrfjl 

i 

□ 

£22 45- i ZZAP 1 Sub pluit 2 cass gamasl 


□ 

£23.45 IZZAPI Subyto 1 dfsk and l cans gams* 


□ 

£1435 12 disky arises 1 


1 a 

El 1 (j 1 caes games) 


□ 

£13.35 (1 disk and f eassgarn*} 



Offflt etom cn 3Gth November 190S 

ARIOLASOFT/ ZZAP! SUBS OFFER r PO BOX 10 , 
LUDLOW, SHROPSHIRE SY8 1DB 
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HINTS, CHEATS, 
POKES AND ... OH 
YEAH, TIPS! 


Fresh as a daisy from his exertions at the Personal Computer 
World Show, your very own Gazza the Penncil {Gary Penn to 
first time readers) checks out what's happening with playing 
tips . . . 


FRANKIE GOES TO 
HOLLYWOOD 
( Ocean } 


Neil Parkes and myself give 
some tips on how to 
complete this ZZAP! Gold 
Medal game . , . 

THE GAMES 
AH of these must be 
completed along with the 
various other tasks, to obtain 
the maximum of 87,000 
oints and access to the 
eart of the Pleasure Dome, 


R 


THE TERMINAL ROOM 

You must successfully load 
three disks and use the 
Security Pass to complete 
this room and gain access to 
all four of the Cybernetic 
Breakout screens, There are 
initially only six disks evident 
and four of these are 
corrupted, so look under the 
window in the back garden 
of one of the houses, 

SEA OF HOLES 

Neither of us seem totally 
sure about this room, but 
here's the method that Neil 
finds works best: First, go 
through the fourth hole from 


then the far right hole when 
it's going up, followed by the 


■9» 

the left when it $ going up, 
en the f 
s going 
third hole from the left when 
that's going up and finally 
the far left hole as it moves 
up. This should take you to 
the bottom of the screen and 
allow you to enter the 
Talking Heads screen. 

If, on the other hand, you 
have already completed the 
Sea of Holes and wish to 
enter the Corridors of Power, 
follow this method: Get to 
the bottom of the screen as 
above and go through the 
second hole from the right 
while it s moving up and 
then the second hole from 
the left when it's going up. 
You should now be able to 


walk through the door and 
into the Corridors. 

CYBERNETIC BREAKOUT 

Neil: The Only tip i can offer 
for this screen is to guide the 
symbol so that it can be 
bounced directly into the 
gap, rather than via the 
walls. You can then adjust 
our position so that 
hopefully) the symbol will 
o straight in with mi nimal 
ss. 


I 

E 


K 


RAID OVER MERSEYSIDE 

On this screen, shooting the 
bombs gives you extra Love 
and the planes extra 
Pleasure, Destroying 24 
bombs or 1 2 planes leads to 
the end of the game and an 
exit to another screen. If a 
bomb should reach its target 
ou lose War and if it actually 
its the track that your gun 
moves along, then your 
movement is stowed down 
considerably. Neil 
concentrates primarily on 
shooting the bombs to finish 
the screen, as he feels the 
planes are more difficult to 
nit. Whereas I find that the 
converse is the case. 

ZTTROOM 

Initially, to most, the ZTT 
puzzle itself is the most 
daunting of all the tasks, but 
once you get to grips with it, 
you soon find that this isn't 
quite so. Study the effect that 
each button has on the 
puzzle, making careful note 
of which pieces appear and 
disappear with every press 
and draw a diagram to help if 
necessary. 

Before you can actually 
attempt the puzzle there's 
the small matter of the wall 
that halts your progress. 
Wear the Flak Jacket (found 
in one of two halls with coat- 
pegs etc present) to absorb 
the bullets fired by the wall 
and blow it away for good. 
To the right of the wall there 
are three white squares that 



when touched, give you 100 
Pleasure Points and access 
to the Sea of Holes. 

CUPID'S ARROWS 

Concentrate on the right 
hand side of the screen when 
riding on a cloud as you will 
need as much advance 
warning of approaching 
arrows as possible. Although 
there are three halos, you are 
only required to collect the 
one for maximum points, 

FLOWER POWER 

Before a flower hits the 
ground it always floats to the 
right. Therefore one should 
always face right as this 
makes it easier to collect the 
flowers as they fall. 

TALKING HEADS 

This game is in fact easier 
than it looks and is very 
useful for racking up extra 
War points towards the end 
of the game. Start by moving 
to the top of the screen and 
shooting a hole through the 
wall. When your opponent 
follows your lead, let him 
have it in between dodging 
his badly aimed potshots. 

SHOOTING GALLERY 

Before attempting this 
screen one should ensure 
that the duck has been set 
free from a certain living 
room. This means that when 
ou enter the Shooting 
allery, the duck flies across 
the top of the screen and if 


8 


you hit it, an extra shot is 
yours. It's also essential for 
earning maximum points. As 
for the targets themselves — 
take yourtime and only try to 
hit the ones that pop up 
nearest to you, 

MURDER MYSTERY 

Successfully naming the 
killer accounts for a large 
proportion of your overall 
score, but even if you do 
solve ail the clues there's still 
only a 50% chance of getting 
it right There are ten 
everyday people and one of 
them gets murdered at the 
very beginning of the game, 
it's up to you to find the 
body. From then on there are 
22 clues to be found and all 
of them are vital if you are to 
achieve a maximum score. 

The clues are to help you 
eliminate suspects from 
being the killer and must be 
continually cross referenced 
ifyouaretogetanynearerto 
solving the murder. For 
example, if you are told that 
Miss Mundane is a regular 
church goer and later on that 
the killer is an atheist, you 
can assume that the crime 
wasn't committed by her. 
Once you have seen all the 
clues, return to the scene of 
the crime and make your 
accusation as to who is the 
killer. This always ends up as 
being a case of luck since you 
can't narrow the list of would 
be murderers down to less 
than two. 
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WELCOME TO THE 
PLEASURE DOME . * . 

To enter the centre of the 
Pleasure Dome and become 
a real person you need a 
perfect score of 87,000 and 
98% . This means that you 
must have solved the 
murder, completed all of the 
games, opened the entrance 
to the Pleasure Dome and 
shot all of the sparks within, 
taken every object be it 
useless or useful, used all 
relevant objects such as 
pleasure pills and videos, 
filled the bowl with milk and 
giv en it to the cat and solved 
the ZTT puzzle amongst 
other things. Then, and only 
then, will Frankie say * . . 
BANG! 


EVERYONE'S A 
WALLY ( Mikro - 
Gen ) 

Lee Whatley of Aughton, 
Lancashire is one of the 
many who sent in solutions 
to this game,. , 

HARRY. Collect the 
Screwdriver and the Good 
Insulator. Enter the phone 
box and play the game of 
Asteroids therein until you 
hear a high pitched chime. 
This indicates you should 
leave the telephone box, so 
do just that and go to the 
pylon in School Lane. The 
lightning bolts that 
previously surrounded the 
pylon will drift away, 
allowing you to climb «t 
Unhindered and exchange 
the Cracked Insulator for the 
good one. 

Get the Pliers and Fuse 
Wire and take them to the 
Butchers where you can 
mend the Fuse (Blown), Now 
you can get the Meat by 
placing the Fuse in the 
freezer. 

TOM. Take the meatto the 
sewer and it will now be 
possible to walk past the 
shark unscathed, 

DICK, Take the Gas Mask and 
Any Useless Item to the 


nuopie noau ana leave trie 
pipe on the table while you 
go and collect the Patch and 
the Chewing Gum. Walk past 
the patch and the pipe will 
transform into the Pipe 
(Patched). Take this down to 
the sewer, along with the gas 







mask, and fix the gas leak. 
You can now get the letter 
R'. 

Collect the Monkey Nuts 
and the Plunger and go to the 
Zoo, where you can change 
the nuts for the Monkey 
Wrench. Now go to the Town 
Square and climb to the top 
of the fountain, thus 
repairing it and aiding Wally 
in the next leg of this wierd 
and wonderful marathon. 

WALLY. Take the Sand and 
the Bucket (Empty) to the 
Town Square end walk right 
past the fountain to fill the 
bucket. Go straight to Pete 
Street where there is a 
cement mixer and exchange 
the sand for the Cement, 
After collecting the Trowel, 
take it along to Wall Street, 
along with the cement and 
walk past the pile of bricks to 
build a large wall. 

WlLJVtA. Take Book One and 
Book Two to the Library and 
exchange them for the Jump 
Leads and the Bunsen 
Burner. Put these two 
objects somewhere safe and 
find Book Three,,. This should 
be taken to tine Library and 
can be swapped for the letter 

TOM. Remove the Battery 
(Flat) from the fork lift truck 
in Wall Street. 

HARRY. Take both the 
battery and the jump leads to 
the Garage and walk past the 
battery charger. The battery 
will now be fully charged, 
unless you didn't previously 
mend the pylon . . . 

TOM, Relieve Harry of the 
battery and take it back to the 
fork lift truck in Wall Street 
Placing the charged battery 


in the truck allows you to 
climb onto the wall via the 
elevator and collect the letter 
*K\ 

WALLY. Go to the work shed 
in Rubble Road armed with 
the Hook (Broken) and the 
Su perglue . PI a ce th e hook on 
the table next to the vice and 
walk past it. The superglue 
will have repaired the hook. 

WILMA. Collect the Parcel 
(Unstamped) and the 
Rubber Stamp and take 
them to the Post Office. Walk 
to the end of the desk and the 


K arcef will become stamped, 
low go to the Docks with the 
parcel and hook, fixing the 
latter to the crane. Exchange 
the parcel for the letter 'E' 
and put it in a safe place. 

TOM. Take the Oil Can 
(Empty) to the end of the 
Supermarket and jump onto 
the trolley there. It should 
start to move. 

HARRY. Jump onto the 
moving trolley and then onto 
the table so that you can get 
the letter 'A', 

Now that you've got all five 
letters, what are going to do 
with them? You'll figure ft 
out sooner or later, you can 
bank on that! 


mjkrg-gem 


V. 


I 


HERCULES 

( Interdisc) 

Some useful, but 
occasionally unreliable, 

Es from Anthony Cox of 
Chipping Sod bury, Bristol 
Type LOAD and press 
RETURN. Once the first part 
of the program has loaded, 
POKE 2 191 ,226: POKE 
2192,252 (RETURN) and 
then RUN (RETURN). When 
the game finishes loading 
the computer will reset, 
allowing you to enter these 
POKEs: 

POKE 3905,169 
POKE 3906,0 

POKE 3907,234 (RETURN) 
SYS 2304 to start the game 
and you will find that the 
moving monsters can't kill 
you now. 


MOSCOW 

(US Gold/ Access) 

This game's getting on a bit 
now, but there might be a 
few people who would 
appreciate these small 
cheats. They were sent in by 
ZufficarSuriya of 
Manchester and enable you 
to start playing the game 
from certain screens (much 
more effective than the 
demo mode cheat). 

Start the game at any level 
and when the first screen 
appears, use one of the 
following . . . 

Hold down the RUN/STOP 
and Q keys to start on the 
Missile Silos screen. 
RUN/STOP and BACK 
ARROW (top left of the 
keyboard) will put you 
outside the Kremf rn — the 
Soviet Defence System. 
RUN/STOP and 1 will plonk 

S ou inside the Reactor 
oom. 

Finally, RUN/STOP and 2 lets 
you see for yourself what 
happens if you fail the 
mission. 

MOONCRESTA 

(Incentive) 

If you're finding this classic 
arcade conversion a little too 
fast then try this smart cheat. 
Credit must go to Michael 
Hall from Farnham, Surrey 
who sent the following tip in 
in the first place. 

Unfortunately you will 
need two joysticks, one of 
which must be a Quickshot II 
(or another joystick with a 
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the Garden Gate Maze, to 
make a Chicken Bone. You 
can now get the Large Hairy 
Dog from Gordon the 
Trader s Room and take it to 
the Cat. Drop the dog in front 
of the cat and it will 
disappear, a I lowing you to 
escape from the Castle for 


auto-fire facility). Simply 
plug the normal stick into 
port 2 and the one with auto- 
fire into port 1 . Now turn on 
the auto-fire and play the 

S ame with the other joystick. 

y now you will have noticed 
that there's this rather 
unplease nt bu zzi ngsou nd 
coming from your TV. The 
more observant among you 
may also have noticed that 
ail the aliens have slowed 
down, whereas your ship still 
moves at the normal speed, 
thus making the game 
slightly easier. Good eh? 


Entrance doors need to be 
locked, as does the Desk and 
Key room, the Photocopy 
room, the Office, the 
Security Door and the 
Conference Room. You can 
now return to Cencom, 
if you carried out the 
above correctly you will 
receive another MEMO on 
June 17th, this time asking 
you to secure the Computer. 
You are required to decide 
the order of importance on 
the following: 

1 ) Computer audits by 
system analysts 
2 \ Only A1 security 
personnel used 

3) Special password 
changed weekly 

4) Special keys to secure 
areas 

5) Telephone connections to 
go through human 
operators 

6) Visitors escorted within 
the building 


Board. Also, collect the Key 
from behind the door. Use 
this key to open the door in 
J2 and go into LO. Stand by 
the door marked 2 , press the 
fire button and get the ID 
Card. 

There’s a hidden door in 
the top right hand comer of 
NS that leads to N9 and a 
Magnet, This is to be used 
later on a small machine. In 
A3, go up the far right hand 
pipe, take a right and you'll 
find a CBM Manual, Give this 
to the computer in JO. That's 
all for the moment, but if 
anyone has a specific 
question relating to this or 
any other game, then write 
in and ask (no SAEs, please. 
Any questions of relevance 
will be printed alongside the 
answer in a future issue of 
the mag). 

Many thanks to Shaun 
Haggan of C onset!, Co 
Durham and M Saunders of 
Swanley, Kent | amongst 
others) for their solutions to 
the game. 


STRANGELOOP 

(Virgin) 


I haven't printed! any tips on 
this excellent example of a 
quality arcade adventure 

Get the 5 Credit Coin from 
location P2 and take it to the 
Vendromat at Y7, where you 
will be given a Fuse and 1 
Credit change. Take the 
Pleasure Circuit from U6to 
Marvin the Robot in U8 and 
you receive a BUPA Card in 
exchange. Give this card to 
Doctor Psycho in LB and in 
return you will get a Circuit 


HYPERSPORTS 


Nothing special I'm afraid 
but I thought I’d let you know 
all the same. On the Weight 
Lifting you can qual ify the 
second time round by lifting 
150kg instead of 190kg, Well 
that's it, but then I did tell you 
it wasn't much. 


CAULDRON 

(Palace) 


IMiru Goenka of Woolton, 
Liverpool has a tip for the 
very patient among you . . . 
Leave your hag hovering/ 
standing in one of the many 
power sources dotted about 
the planet, for a few minutes, 
days, weeks (months)!? 
Although the nasties run into 
you, no energy is lost as it Is 
constantly being 
replenished, and your score 
increases with each hit, 


THE FOURTH 

PROTOCOL 

(Hi/fchinson) 


Following die hefty tips for 
Part One, the NATO 
Documents, published in 
issue 4, Lee Basannavar of 
Wafton-on-Thames, Surrey 
has a few of his own to add . 


The order to enter when 
prompted is '354621' and 
stops hackers from 
penetrating the system. Your 
Prestige and Progress points 
wilt be increased 
considerably on successfully 
fulfilling this task. 


On Jure Bth you receive a 
MEMO asking you to install 
security systems in the CO 
Data Analyst building, to 
which you must reply Yfes). 
The Basement must ha ve the 
following locations locked: 
the Computer Room, the 
Office and the Data Storage 
area, while a further Guard 
must be placed on the 
second door to the 
Computer Room. 

The Ground Floor must be 
attended thus: the Main 


A couple more 'clues’ . . , 

The Model Cutty Sark and 
the Empty Bottle make a 
Ship in a Bottle and the 
Lump of Cheese and the 
Mouse quite logically make 
a Very Fat Mouse. 

Get the Knife and Fork 
from the Astrologer's Study 
and the Leg of Chicken from 
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I null 


beginning and type LOAD 
{RETURN , When the first 
part of the program has 
finished loading, type LOAD 
'"',1,1 to toad the second 

P art. After this has loaded, 
OKE 44,76 (RETURN) and 
LOAD (RETURN). 

Once the third part has 
loaded enter the following 
POKEs: 

POKE 35069,234 
POKE 35010,169 
POKE 35011,254 
POKE 35050,234 
POKE 35051,169 
POKE 35052,254 
Type SYS 32777 to start the 


Some very interesting 
routines from an A N 
Onymous. if he or she is 
reading this and recognises 
their tips, can they get in 
contact with me with 
relevant details, as they Ye in 
line for a T Shirt etc (wow). 

The following listings 
enable you to load in and 
a Iter your saved data fi le and 
add to your credits, 
equipment etc. Firstly, type 
in the listing that is most 
applicable to you , . . 

TAPE: 

10T=0:FOR X=8192 TO 
8276 

1 5 READ A:POKE X,A 
20T-T+A: NEXT: PRINT T 
30 IF TO 10832 THEN PRINT 
"DATA ERROR" 

40 DATA 32, 65, 32, 141, 251, 
37,32,51,32, 1 41,252, 37, 
169, 1, 162, 1 

50 DATA 160, 1, 32, 186, 255, 
169,4, 162,47, 160,32,32, 
189, 255, 169, 176, 133, 251, 
169, 37 

60 DATA 133, 252, 169,251, 
162,253,160,37,76, 216, 
255, 67, 77,68, 82,162, 73, 
24, 138, 125 

70 DATA 175, 37, 93, 176, 37, 
202, 208, 247, 96, 162, 73, 24, 
138, 134, 187,69, 187, 106, 
125 

80 DATA 175, 37, 93, 176, 37, 
202, 208, 242, 96, 255 

Or.*. DISK: 

10 FOR X48192 TO 8276 
1 5 READ A:POKE X,A 
20 T=T+A: NEXT: PRINT! 
30 IF To 10792 THE N PRINT 
"DATA ERROR" 

40 DATA 32, 65, 32, 141, 251, 
37,32,51,32, 141,252, 37, 
169,1,162,8 

50 DATA 160, 1, 32, 186, 255, 
169,4, 162,47, 160, 32, 32, 
189,255, 169, 176, 133, 251, 
169, 37 

60 DATA 1 33, 252, 169, 251 , 
162,253, 160,37,76, 216, 
255,64,48,58,77, 162,73, 
24, 1 38, 1 25 

70 DATA 175, 37, 93, 176, 37, 
202, 208, 247, 96, 162. 73, 24, 
138, 134, 187, 69, 187, 106, 
125 

80 DATA 175, 37, 93, 176, 37, 
202, 208, 242, 96, 255 


you get a DATA ERROR after 
running the program, you 
have typed in a piece of the 
data wrongly and must 
check through the listing 
thoroughly, am mending any 


POKE 9673,255 etc . . . 

. . . POKE 9687,255 Alien 
Items 


{ Gremlin Graphics) 

There have been plenty of 
pleas for some POKEs to 
make this popular Crowther 
game somewhat easier. 
Well here they are, courtesy 
of Gary Saunders of 
Colchester, Essex . . . 

Rewind the tape to the 
start and type in the 
following: 

SYS 63276: POKE 

43 ,200; SYS 62828 (RETURN) 

When the program has 
finished loading and the 
READY, prompt appears in 
the top left hand! corner of 
the screen, type in these 
POKEs 

POKE 43,1 :NEW (RETURN) 
FOR A= 10880 TO 
1 2288: POKEA,0: NEXT 
(RETURN) 

FOR A= 131 20 TO 
13696: POKE A,0:NEXT 
(RETURN) 

FOR A= 13760 TO 
14080: POKE A,Q:NEXT 
(RETURN) 

FOR A= 14400 TO 
15680: POKE A,0:NEXT 
(RETURN) 

FOR A- 16000 TO 
16320:POKE A,0:NEXT 
(RETURN) 

This clears out all the 
nasty sprites, leaving Monty, 
the coal, the scroll and the 
boxes of worms intact and 


Finally, to gain Elite status . . 

POKE 9720,255 

When you feel that you 
have entered your criteria of 
POKEs, SYS 81 92 to create a 
new, usable saved game 
with the correct competition 


errors found. To LOAD your 
saved game from tape LOAD 
Ttfename'',1 , 1 , where 
'filename’ is the name of 
your date file. Disk owners 
LOAD "filename',8,1. Now 
you can enter some really 
meaty POKEs . > . 

POKE 9648, 1 8 gives a clean 
status 

POKE 9664,151 gives front 
military lasers 
POKE 9665,15 gives rear 
pulse lasers 

POKE 9666,143 gives left 
side beam lasers 
POKE 9667,50 gives right 
side mining lasers 
The last four pokes can be 
rearranged slightly, to give 
different combinations of 
laser and position. 

POKE 9657,255: POKE 
9658,255: POKE 9659,255: 
POKE 9660,255 for 

maximum credits. Any 
attempt to earn further 
credits will simply result in 
you losing all credit (ho ho). 

EQUIPMENT 

POKE 9688,255 gives you an 
Escape Pod 

POKE 9689,255 Fuel Scoops 
POKE 9690,255 ECM 
POKE 9691,255 Energy 
Bomb 

POKE 9692,255 Energy Unit 
POKE 9693,255 Docking 
Computer 

POKE 9694,255 Galactic 
Hyperspace 

CARGO 

POKE 9670,255 gives you 
255 Missiles 

POKE 9671 ,255 255 tons of 
Food 

POKE 9672,255 Textiles 


number. Press RECORD and 
PLAY on the tape recorder 
when prompted to save out 
the file CMDR for future use. 


Actually, while we're on the 
subject of Elite , . . 

You remember the 'cheat' 

K in ted last month, you 
iow the docking computer 
music thing? Well it 
transpires th at if you PAUSE 
the game and type X, C. M 
and B, you get sound effects 
along with the docking 
computer music. And right 
weird it sounds too , . . 

Oh yes, something else 
you might find of interest 
concerning Elite . . , 
it seems that Firebird ha ve 
been sneaking out copies of 
Elite ii over the past month 
or so. Don't get too excited 
though, as there's only one 
minor difference from the 
original — the new version 
features an impressive piece 
of title screen music 
whereas earlier vers ions 
don't. Strikes me as a being 
a mite sneaky all the 
same . . , 


easier. To start the game 
type SYS 33682 (RETURN) 


SHEEP IN SPACE 
(Uamasoft) 


HAVOC 

(Dynavision) 

Fo r those of you with a reset 
switch (or equivalent) here are 
some POKEs from K E Rippon of 
K irk ham, Lancs. 

After loading the game and 
resetting the computer, enter 
the following POKE* , . „ 


You can either SAVE the 
program out or use it as it is 
When you're ready, type 
RUN (R 1 TURN) and when 
(if?) the correct checksum is 
printed, LOAD your saved 
game from tape or disk. If 


The following POKEs were 
sent in by AJex Ho per oft of 
Tamworth, Staffs, They stop 
all sprite collision detection 
so that you are impervious 
to the nasties. Don't run into 
the planet though . . . 
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POKE 51 200,96 stops the cruise 


missiles 

POKE 49996,234; POKE 
49999,234 ; POKE 50000,234 
(RETURN) stops the bombs 
hitting your ship 
Finally , some POKEs to enable 
you to f)y through walls etc . . . 
POKE 22950,234 
POKE 22951,234 
POKE 22952,234 
POKE 23160,234 
POKE 231 61 ,234 
POKE 23162,234 
POKE 23256,234 
POKE 23257,234 
POKE 23258,234 
SYS 6162 to start the game. 

There might be a small 
blemish on die title screen, but 
this is nothing to worry about, 
just play the game . . . 

BOULDERDASH 
(Beyond/ First Star ) 



Another set of POKEs that 
unfortunately requires reset 
switch, this time from Paul 
Baxter of Havant, Hants. 

Beset the program after 
loading and enter (you'll 
never guess what}, these 
POKEs . . . 

POKE 35589,234: POKE 
35590,234 

POKE 34930, 240: POKE 
3493 1,2: POKE 
34944,2: POKE 
34948,1 : POKE 34962,234 
POKE 34963,234: POKE 
34967,20: POKE 
34971,1: POKE 32924,40 
SYS36457tostart th e game. 
You can now play any of the 
sixteen levels and four 
intermission screens! The 
final POKE sets the speed of 
the 'menu' and can be 
adjusted according to taste 
(its usual value is 128), 

NB: For those of you with 
disk drives, here's a more 
reliable and safer way of 
resetting your 64 (it's better 
than the paper clip 
technique, and if you don't 
know about that, then don't 
ask ! ): Unplug the disk drive 
lead from the disk drive only 
and rub a coin (or something 
similar) over the pins at the 
end. Mind you, this doesn't 
work with al l Commodores, 
especially some of the 
newer ones and there is 
always the off-chance that 
you might blow a fuse inside 
the computer. Still, you can 
always get a replacement 
cheaply enough . . . 

QUO VADIS (The 
Edge) 

Another set of POKEs from K 
E Rippon, also requiring a 


reset switch. 

POKE 24709,234 

POKE 24710,234 

Then SYS 3488 to start the 

game. 

Your knight will not die 
when his energy reaches 
zero but lava pits still kill him 
unfortunately. Ah well, we 
can't have everything . , .Can 
we? 

HOVER BOVVER 
(Llamasoft) 

I think we've already printed 
some infinite lives POKEs for 
this game (try actually 

reading the mag for once - 
Ed}, but this POKE from 
James Smart of Winchester, 
Hants is much more 
interesting. It allows you to 
start from any of the sixteen 
screens instead of the first 
nine. 

Rewind the tape to the 
beginning and type VERIFY 

(RETURN ) to ignore the first 
section of the program. Now 
type LOAD "",1,1 (RETURN) 
to load the game. Once it has 
loaded POKE 32133,65 
(RETURN) and SYS 32768 to 
start. 


ARABIAN NIGHTS 

(Interceptor) 

The following routines were 
also sent in by James , . . 

After rewinding the tape 
to the start, type in this short 
.listing: 

1 FOR A =4096 TO 
41 17: READ Z: POKE 
A, Z: NEXT 

2 DATA 32, 213, 255, 32, 213. 
255, 169, 216, 141,2,3,169, 
126,141,143, 201,169, 227, 


141 

3 DATA 144, 201,96 
Now enter RUN (RETURN) 
and when the READY, 
prompt reappears type . . . 
POKE 780,0: POKE 
781,1 POKE 782,255: SYS 
65466: SYS 65469; SYS 4096 
Press PLAY on tape and 
wait for the program to load. 
Ignore the ?LQAD ERROR on 
loading and POKE 32776,0 
before entering these POKEs 

FORZ-49152 TO 
508 17: POKE Z,0:NEXT to 
get rid of all the nasties 

POKE 20983, number of lives 
(0-255) 

POKE 2Q95C, start screen (0- 

7) 

SYS 20480 starts the game. 


CONFUZION 

(Incentive) 


Some rather unusual cheats, 
cou rtesy of Ian Andrew of 
Incentive, for this highly 
underrated game. If you 
LOAD the program using 
one of the following 
methods you will activate a 
certain cheat. 

LOAD "",1,1 kills the music 
and gives you the standard 


game 

LOAD 


ame 

"",1 ,2 makes levels 
49, 57 and 60 accessible 
LOAD 1 ,3 as above but no 


music 

LOAD '" ,1,4 allows you to 
select every other level up to 


41 eg 1,3, 5 etc 

LOAD 1 ,5 as above but no 

music 

WHOOPS! 

ft's embarrassing 
confessions time . 

It looks as though 
something went amiss with 
the Kokotoni Will POKEs 
printed last month and this 
meant (blush) that they 
didn't actually work. I was 
going to give you all manner 
of plausible excuses, but 
instead I've decided to just 
give you what should have 
been the fuH routine. 
Apologies go to those who 
tried, and failed, to get them 
working, so here's 35 lives 
thrown in as compensation 
for any possible 
inconvenience caused by the 
minor, er, cock up. 

Type LOAD (RETURN) to 
load the first part of the 
program and once it has 
loaded, enter: 

30 FOR 1=694 TO 701 :READ 
A: POKE I, A: NEXT 
40 SYS 685 

50 DATA 169, 35, 141,194, 
195, 76, 180, 195 
RUN (RETURN) 

The rest of the game will 
now load and run when 
ready, To exit the game, 
allowing you to enter some 
of last months POKEs, press 
RUN/STOP and RESTORE 
together SYS 50100 to 
restart. 


That's it for another month. Thanks to everyone who has sent 
in tips stuff, and sorry if yours didn't get printed — maybe next 
time. Send your tips, cheats, hints and otherwise into: 
PLAYING TIPS , ZZAPt MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS IDS. 

PLEASE NOTE— it's terribly important you put Z2AP) 
MAGAZINE in the address, otherwise the poor post sorting 
people get into a twist) 
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BORED WITH SHOOT'IMUPSPACE INVADERS? 

then it's time to 


IPTURE 



UNKNOWN... 


Enter the world of computer adventure. Each adventure takes several '.weeKs to master, providing 
hours of fascination and intrigue. *14X1 must use your imagination and iogjc !o unlock the 
mysteres of each adventure. Map skills ate essential snce each Sierra adventure contains over a 
hundred fulKotour compute - generated imagps which lead you in every direction!, 'fou'll need to 
muster up all your wit and logc and perseverance for each sierra adventure wV prove a test to 
your imagination and ingenuity. . . 

THE WIZARD AMD THE PRINCESS 

Become the hearty and steadfast adventurer who rescues the fair princess from Che dreadful 
wizard, Hartn, he has taken her to fas towering castle beyond the qreat mountains, 'rbu must 


outwit and outmanoeuvre the mystical power of the ward wtwcfi has grown daft, and potent 
through time Begin ycor adventure m the villager ' 


village of 5erma. but take heed, everything is not as It 


may appear 



ULYSSES AND THE GOLDEN FLEECE 

Protected by the gods, the ^Gokjen Fleece', legendary treasure of ancient mythology, has been 
kept from man for many decades. Many valent men have attempted its recovery, hut none have 
been successful in possessing ft tor any length of time 

As Ulysses you are assigned to the task of retrieving the 'Golden Fleece' and return ft to 
the king, toy set sail from Ancient Greece and on your voyages encounter many of the foes 
that troubled your predecessors; the wicked Sirens, the one eyed Cyctops; Pluto, 
mythcal god of tne under- 
world and other deadly 
enemies, legend acclaims 
Ulysses as the most daring 
and shilled seaman of all time 
Gad In a pocketed Toga 
ana chain armour, ft's 
up to you to prove It! 



MISSION ASTEROID 

A tefTible tragedy is about to happen An asteroid of Incredible sue to headed for a direct collision 
with the ear m. The predicted impact could destroy all nfe-unless something 15 done quicWy, 
tt J s your duty to fly to the asteroid m a tx awe attempt to alter ts course, Got time to of the 
essence I Vtxj must cravet quickly and carry out your tasks precisely tf disaster to to be Mrieled» 

>bu has* a predetermined time in iwhich to achreue your objeettue. fie qu ck and careful 
die Jiuture of the earth to In your hands atone ( 
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Spectrum 48K 


CBM 64 


Also available 


Amstrad 


Gremlin, Graphics, Alpha House, 10 Carver Street, 
Sheffield SI 4FS. Tel: (0742) 753423. 
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I/i Su P er fit ant * desperate for 
KJ freedom, Monty makes his daring 
‘/A P-j escape from Scudmore Prison. 

yt I — | Hounded by the bastions of law 

and order, our frightened hero 
finds refuge with the criminal 
underworld who offer him his 
j chance to breathe fresh air and 
bask in the sunlight once again. 
Moving from safe 
house to hideout 
to underground lair, Monty must 
select the correct five elements of 
his freedom kit from the many he's 
offered and not miss out on the 
hidden gold coins that will make 
him a mote of leisure. I 

At last he's free but can he make I ^HH|M 
the cross-channel ferry on time? I 


N*M>i4t 
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A complete monthly guide by the infamous White Wizard for all 64 ownc 


amusing. The scrolling cannot be 
cle»cribTO as fine, in fact it is so 
jerky t thought my eyes were 
playing trick* on me, The graphic 
symbols used are akin in those 
often lound in wargames on the 
computer, nos hod hut hardly any- 
thing to raise a hairy eyebrow 
over 

The lunniest aspect of this pari 
of the program is that (here is no 
logical restrict kin on the different 
types of terrain you tan use in any 
given area, Consequently, ! hap- 
pify made a world without any 
coherency in it ai all; plains of 
boiling tava are listed as passable 
terrain whereas water is noi (oh, 
rivers are all righE, just "water' 
creates ihe problems). Gateways 
of various descriptions lead into 
i he middle of a lake with nn poss- 
ihle means of a cha racier return- 
ing from one, in fact the whole 
affair is definitely Pythonesque. 

Terrain features Include such 
fascinating things as spaceports, 
time warps and alien vessels (1 was 
using the science fiction version 
but there are also fantasy and 
mystery styles of adventuring but 
1 did run wane to complicate the 
matter with magic, at first f. Alt 
these features ex i si (or could exist) 
for no reason whatsoever and in 
fact they all do exactly the same 
thi ng ; Iran s[M>rt you r ch a racier 
fmm one area of the map in 
another ol your choosing, It is 
possible to edit the graphic feat- 
ures, however and even to re- 
name them but such good features 
in ihe program are insignificant 
compared to the gross ineomp- 


i etence that pervades the rest. 

Once you have created your 
map. It is possible to populate n 
with various creatures and obj- 
ect*, You can also start adding 
more deiaited rooms which ihem- 
selves-, can have creatures, objects 
and whatever else lakes your 
fancy* The amount of customis- 
ation that may be achieved with 
the adventure pack is enormous 
and Mil! easy to achieve. Should 
you become hared with the proc- 
ess, you can even let [he program 
create ihe rest of your adventure 
for you all hough when I tried this 
the process took as much as forty 
minutes! 

It was laughable because the 
result was 50 bad. Tm sure that the 
va r u 1 us rou E i nes cumai ned 

massive areas of BASIC and the 
resulting finished adventure could 
never look anything other than 
extremely amateur in nature. In 
fact you might spend so much 
lime la ugh in# at the finished 
work's cheap, outdated and silly 
details (such as ihe fact that your 
character can be a mountain 
range) [hat 11 would be easy to 
forgel just how much scope ACS' s 
programmer has attempted to 
achieve. In that respect, the 
product is admirable. There are 
even seven mini— ad ventures and 
one epic already on the disk. The 
genres vary and some of the plot- 
ting is clever and imaginative. Bui 
all ill them ore slow and clumsily 
displayed. I really could nor 
believe my poor old' eyes with this 
one, Compared with programs 
already available for writing your 
own adventures, the Arfvcntur# 
Construction Sercan only be viewed 
as a waste of time and money. 


Aimosphere 30% 
Interaction 45% 
Lasting Interest 25% 
Value For Money 27% 
Overall 24% 


ADVENTURE 
CONSTRUCTION SET 


Arldascfiy £14 . 95 disk only 

here are few 
days when l 
doubt my sanity. 
Normally,. my 
great mind sees 
the logic in at! 
things and so l 
rarely doubt 
others . Today 
was different. It had the vague 
atmosphere of impending catastr- 
ophe coining nearer and nearer. It 
first reared its fearsome head 
when t loaded Adwntnre Corns mo 
Sion Hot. Ah, such are ihe wsmders 
ol modem science I hat tn this one 
package, we are given till that is 
necessary (except the obligatory 
spare disk) to create our very- own 
graphic adventures complete with 
scrolling maps, custom built creat- 
ures, sound effects and clfdied 
tedium (but wail, all will be made 
clear). 

Everything in terms of oper- 
ation of the ACS was simplicity 
itself. There was very little that 
could only he understood after 
deciphering one of those arcane 
offerings, the instruction manual 
The manual itself, was not rem- 
arkable but managed to be concise 


and dear if a lit tie misleading.. Mis- 
lead mg in what way? Oh, E have 
only a tiny quibble really, It gives 
the impression that all the work 
you will inevitably put into your 
first creation, might even be worth 
the effort. How misleading! 

One tiny detail of vitaf interest 
to loading minions which the 
manual does mention in passing is 
that there is the need fora few disk 
changes whilst setting up your 
blank disk for the adventure. Well, 
there are a tor of disk changes 
needed (E stopped counting after 
the fourteenth). Sc# make sure, 
whatever you do that you have 
several months to spend on just 
getting going — otherwise you're 
going so have to start a if over 
again. 

Fine, my disk was ready and l 
warned to gel straight into creat- 
ing my own world (you must 
understand that there isn't much 
ol an opportunity to get involved 
w ft h world— erea don now ada y s i . 
The area in which you cats build 
your world is about eight times the 
size of the screen. Basically, you 
may use a simple joystick selection 
routine m place different types of 
territory on the map. This is so 
badly handled I found it rather I 
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yvners 

who prefer games involving typed commands rather than wiggled joysticks. 





trillion miles above anybody 
eJse's games. 

The ending is really excellent 
however, After repairing the ship 
and finding out how to reach this 
dip's equivalent of a pilot's coo 
sole, you have 10 set a course hack 
to Earth. Fine, i( you know what 
youTe doing hut you only get one 
chance . * , 

T here are rimes when you think 
you are incredibly dose 10 finish- 
ing ihe game hut don't be lured 
into a false sen ^ of security. Some 
of the most deceptive adventure 
techniques outside The Hitch* 
hikers r Guide fc> the Galaxy are used 
in giMHi effect in this game. One 
piece of advice; save the game 
frequently. You will be surprised 
a i how la r you are allowed to gel 
even though you may (and most 
probably will) be on the wrong 
track, This really is the best 
example of a superlative science 


Atmosphere 92% 
Interaction 90%, 
Lasting Interest 95% 
Value For Money 96% 
Overall 94% 


Jcdge, was just going a hii too far, 
Oneother very minor corn plaint is 
ihtiL wiih this being one of [he 
company's earlier games, ii Juts 
no) understand some of the 
abbreviations used in laier 
versions of J otologic. This will 
onfy cause bother ii you are used 
to [nfocpm anyway and inter- 
action with die computer is still a 


Commodore , £1 L 99 disk only 


mEF]] toreros* is Info- 
corn s first hard- 
core science fict- 
^ 3 n adveniure 
and is set some 

years from now. 

LE j-i r^ , n; ^xt of an asteroid 
miner, down on his luck and in 

man spaceship. 
\ your mass 


derelict alien vessel by inquisitive 
bur nan explorers. The vessel was 
cylindrical in form and rotated 
^uom its axis to provide on inter- 
nal gravity via centripetal force ( >f 
course a company of Infoopm's 
integrity don'i copy other peoples 
material and the only idea of 
Clarke's they do actually use is 
Thai oj the design a [id nature of 
< he ip it self \ a n d even i h en a few 
small details are changed). The 
rest of the game is pure, lirsi rate 
adventuring. 

The vessel is vast as are the 
problems sei before you, bin then 
this is supposed to be the hardest 
of all Infrscotn adventures! The 
sli ip i s in a te rrl ble sta i e a t id what 1 s 
leh of the crew has degenerated 
in 3 o barbarism on [he apparently 
centuries Jong voyage. Initially 
there is a time limit set by the foci 
lhai the vessels atmosphere is 
ruNEning out. Once [hat has been 
solved r there are many morediffi- 
cull puzzles awaiting your atten- 
tion. Some of these require inter- 
act inn with various aliens (native 
and otherwise) and a idem fans of 
the Zork trilogy may well meet up 
wiih old adversaries. 

The degree of imagination 
necessary to solve the game's 
ain tost litcotti prehensible tasks 
does justice to Infocom's hard 
tamed reputation as the ultimate 
adventure game designers. 
However, there is one feci or about 
[he game which seems a little 
unfair. One ol [he major repairs 
cannot be successfully done wiih- 


control of a one man spaceship. 
During a rest period, t— ™ 
detector starts signalling that it has 
found something In the ship's 
vicinity, So, what else can one do 
hut investigate . , .? 

Unlike versions available lor 
other machines. Commodore 
act uatly inarm fact u re E n focom 
frames under licence in the UK and 
ihis enables them to keep the price 
down. You pay considerably less 
than you would otherwise, you 

S et less fancy packaging for your 
isfc, and the map necessary for 
play is printed in black and white 
as opposed lo colour, Not a bad 
compromise for economy's sake, 
and something to set an old wiz- 
ard s waltc i at rests The packaging 
pE in focom games is normally very 
important as certain miscelJan- 
rniis items that come with the 
gnme contain information necess- 
flr V successful play. This is an 
mteresting and viable way of pro- 
[LCttng a game as a back up copy 
can still bt made to protect your 
investment from ihe dreaded coJd 
suris from which (he I54J some- 
times suffers. Anyway, back to 
ganie itsdf. 

Once you have been j;iven a 
description of a particular 'un- 
known mass' and you have cross- 
referenced it with the map, you 
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you ir> in « dark I 


A d veti ( u re In termukvuiL 
£ 9 . 95 tiussette 


Uj- | 11 Adventure 
Imemalionals 

ISI I latesl ivime. lit. - 

fjWjJ ™sed from a 

■J suovssliil TV 

i scries, you Hay 

i "B3 l l"ii' Jurat lor ul 

y good i hlil Gulden 

StlOl.. RllhlEl 

Hi h n, I, The game is a graphics adv- 

Oll Eli re ill Adventure ] i Hemal- 
lonal's lalesi style ol sptil screen 
and i it l 1 1 1 i [ 1 1 l 1 won! input. Al- 
though s I if While Wi/urd has 
never actually seen e lie series on 
television (I'm afraid the While 
Wizard doesn't possess such a 
novellyh h appears that itiis is a 
UHally new ailveiuu.ro lor iho 
legendary hom. This is dcTmiiely a 
GiuhI idea since many people in 
I ho same simalkiii as mysetl can 
gei straight into the game. 

Tiie game arrived a I my a Unto 
a tang wish vvhal mined nut to be a 
very useful hiru sheen The screen 


many puzzle* In your paih bui 
they are accordingly dillkuh. 
Game time only exists during 
inpuh as is i lie norm wiih this tyfie 
of adventure, Other than the 
minor alionHNhii to the inpul roul- 
ines mentioned earlier. however. 
I here is nulhing [wliculjrly new 
atxmi i he game. 

All in all, i his bnT a bad adveup 
me Inn even though it leatiires 
one of I vie vision's most popular 
lienn's a i iho moment and ii is 
ijuite competently whiten* there 
are plenty of superior games mil 
ini the market with more origin- 
al ily loo P Von cuutd do a fait worse 
if la ii add this to your collection 
and H you area lanoi Rubin Hood, 
you will probably find it worth 
while as one u! 3 he game’s si rung 
H lints is ils atmosphere. Having 
said all lhak iJ you didn't rush nut 
and buy ti, you would nol have 
missed oiil on moth . , . 


only con i.ijii a single command, 
they are acceptable* 

Still, you can’ I have everything 
on a cassette- based game and 
m n ir lei i »r lai or y n 1 1 get a i ri m \ iress- 
ion ol what kind of com mauds the 
eompillor will, respomt to. As you 
are happed in a dungeon in Sir 
Guy ol G bin Fume's caslle r when 
l lie game suns, ii does hommie 
somewhat import am ifui you can 
express your desire in leave lorlh- 
wpth. 

The adventure is not really tar 
beginners with some ierribly 
sticky si i ua lions to gel euji ol (no, 
that isn't a duo). On the whole. 
Robin of Slit' ruwrf is around 
medium complexity by A I stand- 
an Is. The « 1 1 ijevt t p f the del vei s l u re i s 
to llud the Touch Slones ol Khian- 
non. hence the games subtitle. 
This involves several long winded 
searches m find your allies and 
eijiiipmeiil and the timely rescue 
m Mari tin (oh yes, there's a lovo 
Mury ton). The whole a Hair is 
reasonably f>aced. There arenT (no 


Atmosphere 7 1 % 
Interaction 63% 

I nstability 56 % 

Value For Money 68% 
Overall 70% 


1 1th H.T.V lid, (Kil^rrii Fllntk Hurt T.V. Sim- wi ill#' «ririNylJch«d fii^rnitr 


COMMOOORt 64 
WITH GRAPHICS 
CahjhMIc £.9.95 


Ajb Adventure by 
Hike Woodraffe a ud 
Brian Howarth 
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AND THE 
PRINCESS 


All American Adventures/ 
Sierra On-Line. £14. 95 disk 

brought some of 

l P^n/irWI mtjSI inwr* 

esEinji and enter* 

, la J nin * graphic 

>[ adventures to 
l our shores m the 

^ 1leE sadly 
this one is nol in 
i hat category, and required a deal 
of Ihe Pipistrel 56 in order to get 
through k. Although written a 
dciuple of years ago. All Amer- 
ican Adventures (a sub-division 
o\ US Gold) from fhiniingharn, 
have now produced the game 
under licence over here. We 
shouldn't be too grateful This 
game was not very good In its time 
— a nd i i me is one thing t hat hasrT t 
treated it any too kindly, 

Anyway; on to the plot, for 
want of better terminology. A long 
time ago {l hough obviously not 
long enough ), an evil wizard (no 
cousin of mine, I assure you), stole 
from you your true love, a beaut- 
iful princess. } hear you evince 
surprise, and I agree — why is il 
chat eyil beings are always stealing 
beautiful female royalty in 
adventures as opposed to some 
other goal worthy of your 
troubles, such as a sheep. How- 
ever, back to the plot; off you 
we nt, being rather unset about the 
theft, and fought the wizard to 
wfn back the poor little rich 
damsel — and you succeeded. Not 
unna i orally, die defeated wizard 
was a bit upset as well and decided 
to reverse lime (good ihing he was 
a wizard and not a chartered acc- 


ountant} so now you have to go 
through the whole rigmarole 
again, of course, this time the evil 
otd Fellow reckons he can beat 
you. 

There are various problems to 
be overcome and unfortunately 
none of themare particularly orig- 
inal. There's a maze (in the guise 
of a desert); the Joss of all your 
hero's equipment for no apparent 
reason and you have to spend half 
the game just looking for that . . . 
The list goes oil No* one of the 
problems with which you are 
faced is blessed with the' faintest 
hint of ingenuity. For the uninitia- 
ted in adventuring, they may hold 
some interest but with the plot 
being as painfully dull as it is r Wiz- 
ard and the Prmxss'** future, even 
as a beginner's game, looks far 
from rosy. 

One redeeming feature for 
many games of this type lies in 
rheir graphics. Il has been known 
for bored adventurers to complete 
the game just because they 
warned to see what the next 
screen looked like, having been so 
impressed with the last. Wizard 
and the Princess has graphic qual- 
ities which are amazing only in 
that they have nn quality at all. 
Their embarrassing incongruity 
does actually help retain interest 
In the game for a while,, but only 
for the laughter value. 

When a game as bad as this one 
has errors in it as wet), you can 
almost weep tn sympathy for the 
people responsible, Stifling the 
tears, I did find at least one occas- 
ion where the computer confused 
east with west, which didn't help 
create any credibility. The game's 
vocabulary is small and input h 
only vefb/noun — Sierra obvious- 
ly though S the adventure offered 
enough without adding any tech- 


ij i fpi i [fnfr»ii« ■TiTTn n 


to injury, the graphics- lex* border 
has a bad screen glitch which to 
me implies either programming 
incompetence or rushed release. 
Neither is sufficient excuse. Fin- 
ally, ihe author couldn't even put 
in an Interesting loading screen. 

Vl^ztf rd and the Princess provides 
an interesting way to mindlessly 
throw fifteen pounds right down 


wrzj m 

ANb 




AK0UHi> vpy 
CtmHAWD^S 

V0 SoaK.k? s jr,' s . ,m Bcs " 1 


the drain, I should think you 
would be better off sending the 
money to a charity such as the 
Caveless Tmgs Society instead. 
The author need not fed guilty 
about the lime spent on the game 
that way. 
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THE WORM IN PARADISE 

Works hard even when you play rough 

£9.95 on AMSTRAD, ATARI, BBC, CBM, MSX, SPECTRUM etc. 


ti 



Aviilfibii? from Level 9- Camp using po ^ Wesson super Avon S3Z4 zcufi" 
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HELP! 


CORRES- 

PONDENCE 


my worthy ranks of C fever 
Contacts. Simply jot down on a 
postcard or equivalent, a list of 
all your achievements and send 
it off to; 

Wizards, witches, mages lend CLEVER CONTACTS. THE 
me your ears. It is here that WHITE WIZARD'S DUNGEON 
anyone who is proficient in any PQ SOX 10, LUDLOW, 
adventure can volunteer to join SHROPSHIRE, SY8 IDS 


CLEVER 

CONTACTS 


CLUB HELP 
OFFERED 


Viking, Arrow of Death Pt 2, 
Advent ureland, Tombs of 
Xieops, Fools Gold, Escape from 
Pulsar 7, Ten little Indians, Time 
Machine, Perseus and 
Andromeda, Feasibility 
Experiment, The Golden Baton 
and Waxworks, 

Sue Bed d owes, 19 Mayfair 
Close, Birmingham 844 OJB 

Spiderman, The Hulk, Gremlins, 
Cl ay morgue Castle, Nuclear 
War Games, Empire and Heroes 
of Karn, Twin Kingdom Valfey, 
Crystals of Carus, Witch's 
Cauldron, Mystery of Munroe 
Manor, Aztec Tomb, The Search 
For King Solomons Mines and 
ALL Channel B adventures. 

G Mitchell, 63 Brown low St, 
Haxby Rd, York, Y03 7LW 
Tel (0904) 27489 between 10.00 
am and 1.00pm or 4.30pm to 
8. 00pm 

Heroes and Empire of Karn, Zim 
Sala Bim, Ring of Power, Eureka 
{Roman), Valhalla, Hampstead 
and Castle of Terror. 

Colin Loose mo re. 29 Rufus 
Gardens, Totton, Southampton 
S04 3TA 

Colossal Adventure, Dungeon 
Adventure, Lords of Time, 
Snowball and The Hobbit, 

Philip Chan, 7 Rush mead Close, 
Canterbury, KentCT2 7RP 
Tel (0227) 453911 between 6,00 
and 9.00pm only 

Pirate Island, Secret Mission, 
Voodoo Castle, Strange 
Odyssey, The Count, Mystery 
Fun House, Pyramid of Doom, 
Ghost Town, Savage Island 
{parts I and II), Golden Baton, 
Claymorgue Castle, Castle of 
Terror, Subsunk, Urban Upstart, 
Eric the Viking and Emerald Isle. 
K Lees, 25 Whim latter Place, 
Newton Ay cliff e, Co Durham 
DL5 5DR 

ALL Level 9 Adventures, ALL 
Interceptor Adventures, 2ork 
Trilogy, Suspended, Deadline, 
PlanetfaJI, Witness, Infidel, 

Stare ross. Enchanter, Sorcerer, 
MOST Scott Adams adventures, 
MOST of the Mysterious 
Adventure range, The Hobbit, 
Sherlock, Valkyrie 17, Ulysses 
and the Golden Fleece, Wizard 
and the Princess, Mission 
Asteroid, Ultima I, II and III, 
Eureka, Mask of the Sun, Blade 
of Blackpool, Death In the 
Caribbean, Gmds in Space and 
others . . , 

Nick Walland, 84 Kendal Road, 
Sheffield, Yorkshire S6 4QH 
Tel (0742) 340433 

Heroes of Kam, Return to Eden, 
The Hulk, The Hobbit, Fools 
Gold, Tombs of Xieops, Golden 
Baton, Eureka {Prehistoric), 

Twin Kingdom Valley, and 
Stranded. 

Lawrence Simm, 10 Maddox 
Cottages, Runnels Lane, 
Thornton, Merseyside L23 1TR 

The Count, The Hobbit, Return 
to Eden, The Hulk, Gremlins, 
Classic Adventure, Colossal 


Adventure, Castle of Terror, 
Twin Kingdom Valley and 
Emerald tele. 

Kurt, Paul end Eddie, 105 Milton 
Road, The Polygon, 
Southampton SOI 2JA 

NB if you write for help to 
anyone in this list then don't 
forget to send an SAE, otherwise 
you may not get any reply , , , 


Hints, clues oroutright solutions 
to Macbeth adventure two 
desperately wanted. 

Contact: Paul Morris, 24 Central 
Avenue, Whilehills, 
Northampton NN2 8D2 
Phone (0604)8434Q7 


Here are some more tips for you 
poor people who need instant 
aid on some adventures. 
Remember this part is written 
by the people for the peop le, so 
use it to its full. 

Here are a few clues courtesy of 
Robert Kingham of 
Walthamstow. 

EUREKA! (Stone Age) 

Jumping over holes may sound 
silly. 

But you'd better or the 'saurus 
will kill ‘ee. 

In the cave with the writing. 

East and keep South for gems. 
South, South, West, Northwest, 
South, 

And use the ladder to get up, 

EUREKA! (ROMAN) 

if you want to save your skin, 

L i g h t the torch and go i n, 

THen West, North, Southeast if 
you dare. 

And give to the saint what you 
find there. 

If you're having trouble with the 
witch then putluck on her side, 

EUREKA! {Arthurian Britain} 

To get Ex call bur take the keys, 

In the larder find some . . . 

, , . and extract sword from stone 
with ease. 


Wizard's readers through his 
chronicles, then by all means let 
me know. 


The Questline Adventure Cfub, 

run by my good friend Anthony 
J Treadwell (!!}, has over 350 
members and is growing in size 
all the time. It's members have 
solved ail manner of adventures 
and are willing to offer any help 
wherever and whenever (within 
reason) they can. Questline also 
appears on Compunet and 
Mi era net so you can catch them 
there if you have one of those 
modern modem devices. For 
free membership and a 
newsletter send an SAE to: 
QUESTLENE, 17 Headley Way, 
Heading ton, Oxford 
Tel (0865) 68637 

Another club which is works 
along very similar lines is the 
ADVENT! ’RELINE, a 
Chelmsford based dub run by 
Roger Garret, The club 
membership is free of charge 
(save the cost of an SAE) and for 
that your get your first free 
newsletter. Interested? Then 
write to: 

ADVENTURELINE, 62 Micawber 
Way, Chelmsford, Essex 
Tel 10245} 442098 

EUREKA HOTLINE 

Phone 01 947 5626 between 3 
and 6pm on a Friday afternoon 
for the Eureka Hotline, Also 
Domarkwill reply to any 
enquiries by post Write to : 

Do mark Ltd, 204 Worple Rd, 
Wimbledon, London SW208PN 
{Please enclose a SAE} 

if there are any other clubs out 
there in the big, wide world and 
you wish to enrol the White 
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Colossal Adventure, Dungeon 
Adventure, Adventure Guest, 
Lords of Time, Snowball, Return 
to Eden, Erik the Viking, Emerald 
Isle, Red Moon, Most of the 
Mysterious Adventures, Heroes 
and Empire of Kam, The Hobbit, 
Pirate Adventure and 
Adventureland. 

David Varley, 1 Cross man 
Street, Sherwood, Nottingham 
NG52HR 

The Hulk, Twin Kingdom Valley, 


Eureka (Prehistoric), Eureka 
(Roman), Valhalla, The Hobbit, 
Heroes and Empire of Karn, 
Spiderman, Ring of Power, 
Gremlins, Dungeon Adventure, 
Witch's Cauldron, Guest of 
Merravid, Lords of Time, Urban 
Upstart, Deadline, Sherlock and 
Dragonworld. 


Kevin Eason, 24 Bui we r Road, 
Kirkby in Ashfield, Nottingham 
NG17SDR 

Phone Nottingham 753725 after 
4.30pm week days and 2.00pm 
weekends 


EUREKA! (War Time Germany} 

Grenade a problem? Grab a 
helmet and lie down on the job. 

ZORKI 

Resevoir blocking? Press 
buttons but not blue, turn the 
bolt with something handy and 
wait for all to drain. 


MASK OF THE SUN 

Knowing your left and right 
when moving a rather large pot 
could prove useful. 

The pedlar is no medicine man 
. . . His magic cure is nothing but 
aheap of trouble. 







WHO ARE YOU? 



ACTIVI S ION 


You remember nothing. 

\ ou're on a deserted heath, But which beach? 

You're going to find your lost identity no matter w hat price y ou have to pay , 

Your perilous journey of discovery takes you around the world as it leads you ever closer 

■ to the truth about your missing past, 

With a little help from the mysterious Condor, you move 
closer to the faceless betrayer who left you to perish. 


TM Muidaftadoft s a- n adamant a« LivtsHsn inc 
TM 4 BahblrLZfri is r j trademark ol lucasiilfn Games 

onSrcuif ZS BpKSnjTi CopfrodaryCH UJaiwIlD ralFsi Cfiitftic rffl A'jn UK 1 IE Frorh s*^lco Ik j! B$ai:. WH Sr A\- Jfihf IteftWri 

Lliliy i Spotimm Crwis ftnawsrsh Lnttenorti and gwd mnpjier ioforirEi stores *i*r|r* ts'e 
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THE NAME'S BOND . 
BASILDON BOND . . . 

Your Chance to Become Famous and a Star! 

(Well — maybe anyway, perhaps — 
if you're lucky . . . and a good person . . .} 
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Amstrad/C64 £7.95 

48KSpectrum/Spectrum+ £6.95 




Maxwell House, Worship Street, London EC2A 2EN. Tel 01^377 4644 
Trade orders to: Mirrorsoft Purnell Book Centre, Paulton, Bristol BS18 5LQ. 


. 









Retailers don't always have everything In stock you 
might want, but if it is within our power to get it for 
you, then we will, Any of the software reviewed in this 
or any issue of ZZAP! 64 can be ordered using the form 
below — in fact any available CBM 64 software that 

exists we will get for you. 

ZZAP! 64 Mail Order is backed by the resources of 
Crash Mail Order (in association with the Spectrum 
magazine CRASH) which has been supplying more 
than 100,000 Spectrum users with mail order items for 
over 20 months, so you can be sure of the very best in 

service. 


There's no mail order catalogue involved — just use 
the prices quoted in the pages of ZZAP! 64 or the 
known retail price. If you have any queries just ring the 
cumber shown on the form and our staff will advise 
you. Anyone may take advantage of the discount 
coupons on the form which allow £1 off orders worth 
^ more th an £20 a n d 50p off orders worth more than 
£TO. Postageand packing is included in the price of the 

game. 

Nothing could be simpler — fill in the form today and 

order whatever you like! 


-a: 



ZZAP! 64 MAIL ORDER FORM 


Telephone Ludlow (Q5C4) St JO 
Please send me the following titles: Block capitals pjea&e! 


Jitle 

Producer 

Amount 






— 






















AM prices ire §3 quoisd under review Plrasn rnafc^ ckenniK c-.l t * r 

{* ^ dw !I reti " 1 5?“* ^ inc,udo prpcjisloidEfi Sub Total: £ 

* ,2ZAP1M Less Discount L 

1 he EflNivslem of 70p per item OuUadEi Europe : 

wr.Lt First so 1 hat we rrifiv advise on poaeags: rfites Total Enclosed £ 



Name 

Subscriber No, f "1 ” 

if applicable 


Address. 




* ■ * * «. . .. . 


Postcode 


* n a m. * T . m 


■ B Oi ■ | 


!fi A Jh M g. 


SPECIAL DISCOUNTS 


£1 


OFF A N't ORDE ft 
MORE T H ^ N £ ? 

B 

50R 

OFF AKi ORDER w 
MORE than* £ 1 Q 

a 


Sort y - only ONE voucher per order I 






77.6% reckoning ih m the Wa Ely 
Week games can be described 
as Good to Excellent 

You were asked to rate each 
game out of ten. The results 
have been expressed as 
percentages* taking into account 
abstentions: Automania 
57.54% 

Pyiamarama 7334% 

Everyone's A Wally 81.32% 
Herbert's Dummy Run 69,91 % 

Asked whether the formula for 
the games was felt to be 
improving 313% said ii was 
getting better with each game, 
46% felt it was much the same 
and 22.6% thought it was 
getting stale. The 77.3% who a re 
quite happy with the way things 
are accords well with the 
number who think the games 
are good to excellent. So does 
the next result — 28.6% said 
they were I ooki ng fo rwa rd to the 
next in the series, while 48% 
were looking forward 
moderately. 233% said they 
were not particularly looking 
forward, 

493% thought the other 
members of Wally's r garrg' 


should be allowed to star in their 
own game, but the tiny majority 
of 50.6% thought not 

Finally, 293% wanted the 
puzzles that have to be solved in 
the games to be made Easier, 
12% said there should be Less of 
them and an overwhelming 
majority of SB. 6% wanted either 
more or harder puzzles 
Incorporated, 

Wei! leave you to draw your 
own conclusions from these 
statistics* but In general it looks 
as though Wally, his family, 
friends and formula are well 
loved, but perhaps there is a 
slight indication that the public 
might like to see something a bit 
'different' in the next of the 
series. 

Oh B and of course there is the 
matte r of that I ittle 'br i be \ We've 
drawn three of the 
questionnaire forms from the 
bag, and the winners will each 
receive a ZZAPf T-shirt and a 
ZZAPI Cap. They are: Simon 
Hayes. Stoke-on-Trent; 
Christopher McLean, Helsby, 
Cheshire; and Steven Foster, 
Ashington p Northumberland. 


harder. The final question asked 
what ideas you would like to see 
incorporated into the games 
that you haven't yet seen. This 
resulted in some very 
interesting comments (!), but 
well leave those to Mikro-Gen 
to mull over as they are too 
complicated to sum up simply, 
although a popular one was to 
have some means of saving 
games at intervals. 

Onto the results . . . 

The statistics have been collated 
from a random sample of 1 50 
forms. Of the 1 50 people. 51 
owned Automania (34% j. 88 
owned Pyiamarama (58.6%). 56 
had Everyone's A Walty (373%), 
39 toddled with Herbert's 
Dummy Run (26%) a nd 38 
owned none of the games 
(25.3%). 

Of the five overall ratings 
offered to describe your feelings 
on the series generally 213% 
said 'Excellent' and 573% said 
'Good', while 16.6% thought 
'Average', only 2% said Poof 
and a further 2% said Terrible'. 
This is a pretty overwhelming 
vote of confidence with a total 

1985 


y 

ri&tf/ne 


ga! 
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In September's issue of ZZAPF 
we asked you to answer some 
questions about the Wally Week 
games produced by Mikro-Gen 
so that they could get some idee 
about your feelings on the way 
Wally's family and friends are 
progressing. 

Just to remind you, at! the 
questions re Fated to the four 
ames Automania, 
y amarama, Everyone's A 
'ally and the most recent 
Herbert's Dummy Hurt. You 
were asked eight questions, the 
first being which of the four 
games tfo you own; then you 
were asked about how you felt 
generally about the Wally 
games and how you rated each 
one specifically. Two important 
questions were whether you 
thought the 'formula' for the 
Wally games was getting better 
or going stale, and how much 
you look forward to seeing the 
next in the series. We also asked 
whether you thought each of 
Wally's gang should get 'their 
own show', and whether there 
ought to be more or lass pu&les 
in trie games to be solved and 
whether or not they should be 
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Thanks for sending in ail the forms 
and teiiing us just . . . 


HOW 

MUCH 

OFA 

WALLY 

YOU 

ARE 




Opening Ceremony Equestrian 


Kayaking 


• Includes Cycling, Fencing, Kayaking, 
Triple Jump, Rowing, High Jump, 
Javelin and Equestrian Events 

•Opening, Closing and Awards 
Ceremony with National Anthems 

• Compete Against The Computer or 
Your Friends 

• Individual and Head-To*Head 
Competition 

■'•One to Eight Players 

, SUMMER GAMES f! DOESN'T LOOK 

SET TO BECOME A CLASSIC - 

IT IS A CLASSIC J 

AVAILABLE FOR i 

COMMODORE 64/128 l 

cassette £9.95 J 

D,SK £14.95 4 


- IZAP L4 


64 128 CASS £ 9,95 
64-128 DISK £14,95 
ATARI DISK £14,95 

\ 

IN OCTOBER 


THE ORIGINAL 
SUMMER GAMES ! 


r + r- f f ' r' M . w r 
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AND ON THE EIGHTH DAY EPYX CREATED 
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COMP 


The r 
the cli 
urging 
white 
pink b 
fable. 




of dinner jacketed sleeve against baize .... 
the white bail nudges against the red, 

i a journey towards the pocket the Daz 

of the referee's gloves as they polish the 
ore returning to its rightful place on the 
t Snooker wond e rf u I ? 


WHAT A 



All the fuss she made about 
young folks hanging around in 
snooker halls — anyone would 
think a fellow couldn't make a 
living playing snooker! I mean, 
look at those chaps on the TV 
screen, they must be coining it 
in! No, Mummy Minion, you ad 
vised me wrong. All that book- 
lea rn m* and look where l ended 
up: Competition Minion. I'm off 
down the snooker hall to prac- 
tice my cueing 


CDS are well pleased with their 
latest launch* Sreve Daws 
Snooker, which brings all the 
excitement of the table game 
onto your 064 screen and allows 
you r if you so wish, to pit your 


talents against Steve end his 
mag ic ta b !e tech n iqu e, 

I remember how Mummy 
Minion would moan on when 
she Sound out that i d stopped by 
the snooker hall on the way 
home from school to watch the 
ads pot a few on the baize, 
IflGnge, moan complain 1 , she d 
gp when I got home, 'Gibber 
Gibber. Snooker equals wasted 
youth son, get your heed into 
those schoolbooks'. 
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CDS have sponsored this little 
competition in honour of their 
latest release — and there are 
some really first rate prizipoos 
on offer. Top Prize is a pair of 
tickets to the final day of the 
Coral UK Championships — 
Which will be held on Sunday 1st 
December in Preston, These 


tickets are already like gold 
dust, but there's more: Six 


nor-up prizes are also on offer. 
Six lucky ZZAPf winners will be 
able to choose between a Steve 
Davis video, an autographed 
cue or an signed Steve Davis 
autobiography. 


your e kno f wledg U e eSt i°^ s t0 ( est 

standing of Thp^r a anc L un der- 

with th 9 e° f a ^ m e- Come up 

off t 0 STFvsPi* 
-ZZ4P/, PO FtnJfX* DA WS, 

SHROPSHIRE X SYS U J^? Wr 

arrive by 14 th toW 8 1DB to J 
^member chn^ Ve L mber a "d 

three runnel > hh of «*» 

w °uld like to e ^P P'«es yoo I 

manager? a ] S R Steve Davis' I 
Barry Hearn cj^v fi 6ard b) I 
Harry Krishna V 6urns d > I 

when he 0 fhs , W ^ 0 Ste y Davis l 
Championship? 3,22^® World ■ 

ner7a° Tony K„ S d ? ub,es Part- ^ 
Griffiths cl7nn K ??, W,es b > terry 
White T v Meo ffi Jimmy 

Champkmships^i^ljh® Cofa * UK 

or False? P ,ast Vear. True 
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re YOU a MASTER 1 


I 


In issue 2 of ZZAPI (everyone s fsvounte gs^ ^ n, ^ fc J obh ler you reelly ere. 

MASTER BLASTER, designed to let you kn ow |us_h^ ^ arl<Jth(|T We „ we and 

We had manv letters saying how popu a _ down answers and then cheek for 


WONT 
H6LP VtiLi 


G. Rescue on Fractals 

H. Dickie's Diamonds 

I. Ms Paeman 

J. Pastfinder 

K. Super Pipeline l) 


L. Pitstop II 
Wl & a Side Football 

M. Nick Faldo Plavs the Open 

O. Slapshot 

P, Skyfox 

O Way of the Exploding Fist 
r. World Series Ba&eMI 

S. Tour de Prance 

T. Spooks 

U. Thing on a Spring 
V- Pyjama ram a 

W. Boulder dash 

X, Captive 
Y« Dam busters 
Z Rockford's Riot 
AA, Web Dimension 

BB Herbert's Dummy Run 

CC. Spitfire 40 
DD. On Field Baseball 


Test 1. RECOGNITION 


Printed here are 20 screen shots 
- well bits of them anyway ' 
taken from** 

is to match each picture wnn 

the correct fUw The 

taken from the 

problem is that there are av 


names from which to ptek, iust 

to makes things a Kelatt er of 
difficult, I irtter 


dlttlCUUf 7 

the game above aach f'^>! r ® 
and prove that you rest'll not * 
games play's mnocenti 
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lateral thinking 


bit where v ou P f ° ve 

i work as fast as 

handed eves, « voun. 

at lateral thinking lor 
old 11 -plus style IQ tests), 
dot have any 
the ODD ONE 


This is the 
your mind earl 

your l 
good 

those 

then you sno 

BBVSS * *• 

groups 

Oropzone, Guardian, Pe*e- 

2^ *lp?P|W f; " aci " a 

riottnictiori Set, Bruce Lee 


MORE LATERAL 


6 Beach Head H, s|t V FoXi 

a. Kmnedv Sr AppioBCK 

Head Ik, Ghostbusters, Slapshot 


4. Thing on 1 1 Spring Monty on 
the Run, Confuzion, Hyper 

I'rongonaSpfing.Encour.ttir 

Tapper, Psychedelia 


Ss ^ jasa - rs . 

tent. Write down each game 
title in the space available. 

TE, units, cities 


Write down the names of game*, 
with the following features 

V, Nmeyes * * + - ■ * ■ - ■ 1 

2. Whip, Hieroglyphics 

3. Hedges, Tyres, Barrels 

4 . Swarf, Crushers, Jet-bike . , 

5. Psi-grubs *■■ 

T anks, Speech 


2 WSB, strikers 


6, Parachutists, 

7, May Day 
0. Roundhouse 

9. Faerie Dust , 

10. Javelins, Swords 


4. FF, telephones 


7. GDO, stompers 


9. EW, asteroids 


10, UFt, gold, ladders 


iT 1 U 

| j 4 ll 

il n ] 







Hod don and Stoughton, £7.95 cats, joystick op ho 
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T he heartbeat quickens and 
your breathing suddenly 
seems febrile and irreg 
ular. You're alone in the house 
and the only illumination is the 
eerie blue-green glow from your 
monitor and the sanguinous 
emmanatlon from the power 
indicator of your 64, Was that a 
floorboard squeaking just then, 
or was it somethmg far more 
sinister? Dare you look around 
to check? tf you do, you risk 
having to reload your game 
from scratch .. , 

There are several examples 
on the market of computer 
games based on famous books. 
The Electronic Pencil Com 

f Thls oarns is really 
good fun to play 
and provides exce- 
ffent, if somewhat 
gory* entertain- 
ment The onfy 
gripe is that you 
have to make a 
data tape and keep 
on loading from that or toad in 
the whole program every lima 
your game finishes (which be- 
comes a real path because rt f s a 
rather sfow loader). The gra- 
phics and sound effects are very 
atmospheric and really add to 
the gnmness of the situation 
The game itself is incredibly 
easy to use and will take some 
time to solve, even for those 
who have read the book, / thor- 
oughly enjoyed playing it and 
there’s even a free copy of The 
Rats book for those who haven 't 
read it (and that makes pretty 
good reading). 


pany's The Fourth Protocoi is 
perhaps one of the best exa- 
mples of current successes in 
this field, Hodder and Stough- 
ton's The Pats, based on James 
Herbert's chi King novel, is the 
latest offering in this area. It is an 
unusual mixture of semi- 
graphics adventuring and real 
time strategy. 

The title sequence is one of 
the most origina) and atmos- 
pheric, ever designed for a 
computer game. A prologue is 
written out in bold white Tetters 
across 3 blade screen to set the 
scene. What follows is a sound 
and animation sequence in 
which a pool of torchlight is seen 
wandering around in the black- 
ness before red eyes appear in 
the dark, A heartbeat effect in 
the background becomes faster. 
Suddenly, a superbly drawn rat 
pounces into view! Only then 
are you presented with the 
main r blood-spattered loading 
screen with eerie accompanying 
theme music. 

The Pats is, to all intents and 
purposes, two games in one. 
me Strategy game involves 
stopping the spread of the 
roaent plague from the city erf 
London and killing it off. The 


instead. If you ask for a report, 
you are prompted to define from 
where you wish to access infor- 
mation by locating your own 
cursor on the map and pressing 
Return (or hitting the fire but- 
ton}. On doing this, a smaller 
window opens up on the screen 
and presents some basic infor- 
mation such as 'Man in street 
sees monster rats 1 . You may 
then eliminate the window and 
move on. 

Reports from various groups 


opening screen is a simplified 
map of the city with an option 
window at the bottom. The main 
choices presented are "Report', 
'Forces', and "Research*. A 
cursor flashes on various parts 
of the map to indicate rat acti- 
vity. You may then ask for in- 
formation on the relevant area, 
deploy forces there, or ignore 
the Cursor and work on research 


you may have deployed in the 
field can also be oblained by 
using the same process inclu- 
ding three icons on the screen 
indicating the R&D centre, GHQ 
and Hams flat (Harris is one of 
the major characters from the 
adventure section!. It is fairly 
important to follow the reports 
so that you become aware of the 
nature of the attacks, but to 
concentrate too much time on 
them would leave you no time to 
allocate forces. 

The deployment of the fire 
service, police and professional 
rat-killers is essentia) to your 
success, because if the rats 
leave London then the game is 
lost, The three types of forces 
have varying abilities and 
weapons. To start with, wea- 
pons are fairly conventional — 
dog s r gas and high pressure 
water hoses. You must equip 
each unit (fortunately you need 
not try to figure out how many of 
what to give to whom; the hm- 
i tat ions Of each force are worked 
out for you), and then designate 
the area requiring their atten- 
tion. Later you may ask for that 


— The flats, unfot in- 
nately, is a mixture 
of innovative suc- 
cesses and miser- 
able shortcomings , 
These don't realty 
exist in the game, 
but rather around 
it Once loaded, it is 
really necessary to save the 
game as soon as possible be- 
cause, due to the fact the pro - 

S jram possesses massive data 
ties, there is NO restart facility . 
You either need a saved game or 
you wifi have to load the entire 
thing at/ over/ There is no menu 
of options to help clear up 
matters and the instruction 
booklet is misleading and prac- 
tically unintelligible. These are 
major faults , considering the 
size of the game , On any other 
game they would be totally crip- 
pling '. However, because of the 
input format , even badly expl- 
ained sections can be picked up 
fairly easily 

The games percentage- based 
scoring system is silly When a 
good, reasonably successful 
game had been played, the 
score was 35% r Yet on a new 


game where the computer was 
left to win without any player 
input, the score was 25%. Also, 


when in the fast paced adven- 
ture section , minor system 
crashes seem to occur in the 
form of text character decay and 
randomly appearing, multi- 
coloured blocks, though these 
don't appear to affect play. 

So much for the drawbacks, 
on the credit side the narrative 
quality of the text is superlative 
and gory, in true Herbert style 
Definitely not for the squeamish, 
this! The two games integrate 
perfectly, with good strategy 
needed to keep going and good 
adventuring necessary to finally 
beat the oversized rodents. With 
automatic returns to the stra- 
tegy game after completion of 
the 'mini— adventures *, this 
smooth flowing play must be 
credited for the faultless piece of 
design it is. Some o f the touches 
are excellent — tike when you 
lose and the page is ripped open 
by sharp teeth - . . the use of a 
simple scream sound is very 
effective -This is definitely one of 
the highlights of the game. 

ft's a pity Hodder & Stoughton 
haven't tronod out the faults for 
the game's release but I was told 
that this was the way the game 
would be sold . As it is, one can 
only wonder whether indeed it 
does deserve success in its 




unit's progress report. 

Your forces are very limited 
and trying to stop the rats with 
them is pretty well, impossible. 
What you need to do is delay 
them for as long as you can, and 
eventually the army is brought 
in (by a reluctant government to 
give you a second lease of life. 
This does not happen for some 
time however, and there's 
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A new experience in software terror 


to keep you busy before- 


S pending time on research is 
another important process. You 
have only so many resources 
and you must decide how to 
best use them. The areas for 
research are 'origin', 'nature', 
'offence' and 'defence'. Spen- 
ding points on offence and de- 
fence will help develop more 
advanced weaponry with which 
to combat the menace, How- 
ever, finding out about their 
source is fundamentally impor- 
tant to the adventure game. 

The Adventure section, like 
the strategic one, is in real time. 
You are shifted to the adventure 
section at random intervals 
throughout play. Each entry into 
this section is precluded by an 
alarm sound from the computer, 
’nils part of the game is more 
like a series of mini — adventures 
involving various minor charac- 
ters' encounters with the rats, ft 
does not matter if you lose some 
of the minor characters, (easily 
enough done at the beginning) 
but if a major character feu eh as 
Harris) bites the dust then 
you've had it! 

The adventure display con- 
tains a major window on the 
right of the screen, showing ail 
die text in slow — scrolling for- 
mat, which helps emphasise the 
real time aspect of the game. At 
the bottom of the screen is a 
small window with three main 
commend options and when 
accessed, further sub— options 
are presented in the left hand 
window. A heartbeat sound ac- 
companies the action and ss the 
situation becomes more tense, 
the heartbeat speeds up. 
Because the game uses options 
instead of clear text input, con- 


versations with the computer 
never become ambiguous, so 
play is resoltlngly very fast and 
efficient. However, on occasions 
an option appears that was not 
there before, implying its imp- 
ending use. Sometimes this 
does not help but more often 
than not it may be treated as an 
integral hint sheet! if you lose 
the encounter with the rats, the 
page seems to tear open to 
reveal a nasty looking rat and 
there is the sound of a scream*, . 
AAARRRGH! 


Pro&antatian ‘73 c to 

Excellent preliminaries let down 
by some sloppy peripherals. 

Graphics 76% 

Generally highly effective, but 
weak in some areas. 

Sound 72% 

Fetch y, but when it happens it's 
very good. 

Hook ability 7B°tj 

Relatively easy to get into 
despite uninformative instruc- 
tions, 

Laetability SORb 

The many situations require 
plenty of thought. 

Value For Money B4%o 

Quite a lot of 'two games' for a 
good price. 

Overall 79% 

An excitrng blend of arcaded 
strategy/adventure that would 
benefit from some tidying up. 


F or a game as immensely 
popular as snooker, [here 
have been surprisingly few 
attempts at bringing it to the 64. 
To dele there is only one other 
snooker simulation on the 64 
and that was released over a 

g ar ago by Visions. When Steve 
vis Snooker first made its 
appearance on the Spectrum 
and Am st rad in February, it was 
widely acclaimed as the best of 
the genre. Now Commodore 
owners have the chance to see 
why for themselves. 

The game follows all the rules 
of snooker closely, with fouls, 
free baN$ and so on. The table is 
viewed from above with room 
for scores, comments &tc below 
but unlike other simulations of 
this \\k Steve Davis makes use of 
icon driven commands. By mov- 
ing the cu rsor off the side of the 
screen the player can access 
three sets of options, depicted in 

B ictorial form. The first is the 
lain menu from where you can 


select either a one or two player 
game, Steve Davis, alias the 
computer, filling the role of the 
second player if required. There 
is also a demo mode where 
Steve plays none other than , . . 
Steve Davis f Steve (sorry, the 
computer) has nine skill levels 
ranging from 'beginner' to 
‘expert, the latter allowing no 

This sort of game is 
a difficult one to 
bring to the home 
& 4 computer and per- 
■wi' haps this explains 
the leek of attempts 
aI doing so. Steve 
Davis Snooker is 
the best version of 
the sport t have seen on the 64 f 
with its excellent approach and 
options helping make it so, tf 
you're a snooker fan or you want 
to try something different from 
y&ur everyday shoot em up, 
then this makes a worthy and 
refreshing change. 


ENSURE YOUR 
REGULAR 

COPY OF ZZAP! 64 

V A V 

yvtieri a magazine is rising in circulation (being new, ZZAP! 
is doing this) and so sells out immediately, you may 
experience difficulty in obtaining your copy every month, 
bo the best thing to do is place a regular order with your 
fo?m new$agent which You can do by handing him this 


Please place me a regular monthly order for 
ZZAP! 64 Magazine. 


Name , , 
Address 


To the Newsagent: 

ZZAP' 64 Magazine is published in the middle of every 
month by Newsfield Ltd, 1-2 King Street, Ludlow, 
Shropshire SYS 1 AG. Tel; 0584 58ST, and distributed to the 
newstrade by COMAG (0S954 44055), Please check with 
th^ publishers if you have any difficulties fn obteininu 
supply. a 







A xis Assassin is a shoot 
em up in the most trad- 
itional of standards its 
sole aim being to destroy every- 
thing and stay alive, kill or be 
killed. 

The battle is fought against 
the Master Arachnid (a sort of 
big cheese spider for those who 
don't study biology), controller 
of a swarming army of marau- 
ding killers out for your blood. 
The game takes place on the 
MA J s web, which looks more like 
a grid from the Atari arcade 
game Tempest than a spider's 
residence. You can move up and 
down the grid freely and jump 
from lane to lane (unlike the 
arcade game). 

At the commencement of a 
screen the playing area is set up 
and a Web SpFnner weaves a set 
of webs across the grid fanes. 
You can't go through a web but 


you can shoot them. If you don't 
then your movement gets rather 

t Bctng a tong time 
fan of the arcade 
game Tempest t 
was more than 
happy when Axis 
Assassin came 
along Although 
the graphics aren't 
exactly amazing, 
the speed of action and game 
p/ay make up for ihts* The Wet 
Spinners start to move pretty 
fast on the later screens making 
the game very tough to pla y. The 
optmn to start on higher levels, 
as in Tempest, keeps the chal- 
lenge constant since there's no 
need to muck about on the tower 
levels once you've conquered 
them. All rn a// quite a nice vet 
sion of an extremely good 
game. 


room for error as even a small 
slip can result in a complete 
clearance of the table ! 


Edit Mode allows you to 
change the colour of the table 
and cushions, and set up the 




SPIN 
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One of the biggest 
problems with a 
snooker, pool or 
billiards simulation 
on a computer, is 
getting a realistic- 
ally smooth move- 
ment for ail the 
halls rn play and 
calculating each collision effect 
accurately so that the player can 
truly believe the game is a fair 
one 1 It seems odd to me that the 
Spectrum, which has a bigger 
problem in this respect than the 
64, has been tho computer with 
the most simulations of this 
game, some of them being very 
good indeed 1 think CDS have 
improved on their Spectrum 
version of Steve Davis in all 
respects to make this the best 
ever simulation of the game. Its 
ease of use is likely to make it 
appeal even to people who are 
fed up of seeing snooker on the 
telly, and it doesn't seem over- 
priced for the hours of fun it 
offers. 

Preferring to watch 
'flrottB snooker rather 

YjHStF n pfay it on a 
5 computer 1 didn't 
Y^JF realty take to this 
program, hut 1 can 
$ee that to a true 
^(1* fan of snooker this 
is the best . The 
graphics are pretty good, with 
everything moving smoothly, 
and the sound isn't too bad 
either (apart from the lune} T Cue 
bail control is excel lent and 
there s a load of options like var 
table spin and power so you can 
gauge your shots to the finest 
degree. The computer 1$ very 
challenging and on top level is 
practically unbeatable providing 
a brif/iant opponent to even the 
most seasoned of video snooker 
players. 


table for trick shots etc. The balls 
can be moved about and placed 
anywhere on the table with the 
aid of a small hand, and can 
even be 'deleted' permanently. 

If at any point you should be** 
come Confused as to what an 
icon does you can always access 
a 'he ip' screen. This gives a brief 
summary of any commands 
available in the mode. Finally, 
Play Mode gets the ball rolling, 
literally! 

To play a shot you simply 
indicate where the ball is to go 
and determine its spin and 
power. When going for a colour 
though, one needs to be nomin- 
ated before going through this 
routine. Should you attain a suf- 
ficiently high break when play- 
ing, then you can enter your 
name in the high break table. 


Presentation 9Q°?b 

Easy So use icons and plenty of 
useful options 

Graphics SlBRb 

N<e ball movement but a touch 
Hickory 


Bound 

Few effects and tame tune 

HookabUity 70^0 

It’s fun filling \he pockets . , 

L^st^bility Q 

. and (here are a lot to fill 

Value For Moirey 77% 

A touch expensive but worth it if 
you like Hie sport. 

Overall 79% 

Superlative snooker si mufatron 
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□ i neon 


Preuantstion 

Greal level select option 


Fast, but blocky, vecto 
hies. 


Sounct SS% 

A couple of boom& and few FX 


Hookabillty 7 1 % 

Staying alive is difficult but 
addictive. 


Lofitfibility GG°it) 

Especially on top levels 


Value for money 

Che a per t ha n t h e a ve rage pa me 

Overall 70% 

Best version of Tempest on the 
64 yet. 


make a general nuisance of 
themselves. The most deadly 
sort of denizen though, is the 
Xterminators. These are indes- 
tructabie and can only be 
dodged. 

There is a useful level select 
option that allows you to choose 


your starting screen. As you 
progress through the levels the 
grids start to change pattern, 
ranging from U shaped ones to 
zig-zags. On very high waves the 
whole arid blacks out and the 


ole grid blacks out and the 
only things you can see are the 
aliens. 


f When I first saw the 
game I Instantly th- 
ought it was going 
to be a done of 
Atari's Tempest 
one of the all time 
classic shoot am 
ops. On further p fa- 
ying I discovered 
that it was simitar, but some of 
the gamapiay foments had 
been changed. Instead of just 
sitting at the top of the t unnet 
like to Tempest yoy now can 
move up and down it — vital 
because if you stick at the bot- 
tom of the tunnel you're very 
likely to get destroyed by the 

There's a 


several different types of grue- 
somes zooming up and down 
the web at mega -speeds,. The 
Web Spinners make an appea- 
rance in large numbers and con- 
stantly weave webs in an at- 
tempt to trap you in one lane. 
Robot Drones whizz up and 
down the lanes trying to ram 
you and if they do then you lose 
one of your five lives. 

Kamikaze Hunters patrol in a 


restricted. After the Web Spin- 
ner's job is done then the on- 
slaught of the spiders begins . . 

The essential thing is to stay 
alive, not so easy since there are 

/ dktpH ftnd dhs 

0 version of Tempest 
particularly enth- 
y rafting Since there 
^ ” r r is such tittle varia- 
tfon in gamapiay 
other than differing 
web layouts* The 
vector graphics are 
rather biocky and despite being 
generally tost, f found that the 
ship became quite sluggish on 
occasions, ft Is said that you look 
only as old as you feel but A* 15 
Assassin actually feels as old as 
it looks. 


Kamikaze Hunters patrol 
similar fashion but they switch 
lanes and try to track you. On 
harder levels they do this at such 
high speed that dodging them is 
next to impossible and reflexes 
are the only thing to guarantee 
your survival. 

Spores travel the length of the 
lanes and split into two Mutant 
Guards that zoom around and 


marauding aliens, 
level select at the beginning of a 
game like the arcade game and 
some of the aliens have similar 
properties to their arcade count- 
erparts, I ready liked the game — 
ft s a great shoot em up and one 
that gels incredibly frantic on 
higher levels. 


Don't miss out on earlier issues! 

2ZAP 1 64 has taken off like a blast of lightning ! If you sure your collection is comi 

?? obtain copies of issue 1,2 or 3, wouldn’t want anv cans in 
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Ari olaaoft/Brod nrbund 


Praaentation 94% 

Excel lent title screen and 
'movie' intermissions — i 
creams however, 


Graphics 83% 

Stunning animation against 
simpfe but effective backdrops 


Sound 74% 

Atmospheric tunes but weak 
sound FX- 


HookabiKty 83% 

Who can refuse a distressed 
Princess , , . ? 


L~a stability 7 1% 

... but will you want to keep 
rescuing her? 


Volos for money 7Q% 

Some of its drawbacks lower the 
rating a touch.. 


Overall 80% 

Excellent variant on a Kung Fti 
theme, but it's a shame it's so 
slow. 


nother karate game hits 
the 64, although this time 
rft's more of an arcade ad 

ame 


venture like the arcade 
Kung fu Master than the Karate 
Champ clones which have been 
released recently. 

Karateka places you in the age 
old situation of rescuing a beau- 
tiful Princess, You take the role 
of Karateka, master of unarmed 
combat and you are required to 
fight your way into the fortress 
of Akuma and rescue Princess 
Mariko, an orientally distressed 
damsel who's being held priso- 
ner there. Naturally there are 
sentries guarding the palace and 
these too are a dab hand at 
karate, and naturally you have to 
fight every inch of the way in. 

The game starts just as Kara- 
teka reaches Akuma's mount 
aintop castle and the action 
commences almost immediate- 
ly. First you must eliminate the 
guard standing outside the main 
gate. Once this task is completed 
you can enter the gate and gain 
egress to the inner courtyard of 
the fortress, 

Fighting is a lot easier than the 
initially confusing Way of the 
Exploding Fist With its multitude 
of different moves. In Karateka 
there is the usual walk right and 
left and you also have run, which 
is useful when you want to move 
to another location swiftly. The 
only trouble with the run mode 
is that you have to pull up, stop 
and go into fight mode when 
you face an opponent. If you 
don't then he'll knock you down 
with one blow since you're un- 
defended. During combat there 
are six blows under your con- 
trol : high, medium and low kicks 
and punches. The punches are 


make an appearance on the 54, 
but now rt's arrived Cm not Quite 
$0 enthusiastic. White the actual 
principles behind the game are 
most definitely there, the speed 
is not. This put me right off from 
the start as this was, in the main , 
what made the game so play- 
able in the first place. The scro- 
lling is as slow as the character 
movements and is Quite jerky at 
times. The animation however is 
first class allround. The presen- 
tation is excellent and combined 
with the effective use of sound 
and music there is a certain film 
like Quality about the game , 
making it that bit more absor- 
bing. Unfortunately some of this 
atmosphere is lost on the cass- 
ette version as one has to stop 
occasionally to load up the next 
stage. Still, it does pro ve useful 
though, in that one can have a 
rest m the meantime. Karateka 
was a great game on the Apple 
but unfortunately the Comm- 
odore conversion doesn't carry 
guile the seme impact. 


you manage to fight your way 
past this lot then you get to the 
inner door Inside the’ fortress. 
It's here where you have to 
battle with Akuma himself in a 
final deadly conflict, should you 
manage to beat the evil swine 
then you'll be able to enter the 
Princess's dungeon and rescue 
her. Oh, and don't forget your 
royal etiquette either ... I 


S T he trouble with 
Karateka is that the 
gameplay is realty, 
really slow. It's so 
slow if s almost like 
playing a dream f tf 
it had been spee- 
ded up then the 
game would hover 
on being brilliant, but as it 
stands ft s just good. Thera are 
some nice touches like the little 
movie bits in between the ac- 
tion. There's also an excellent 
Mfe screen with atmospheric 
sound effects showing the Prin- 
cess being locked in her cell. 
Reaching the final door isn't too 
hard once you’ve mastered the 
fighting techniques but every 
time i try to go through it, it falls 
on my bonce , . this gets im- 
mensely annoying since I can 
reach the same place time after 
time. Stilt, even with its speed 
restriction Karateka is fun to 
play, and the desire to rescue the 
poor of Princess is high. (What's 
the reward one wonders ??}( 


turns and swiftly leaves the 
room and starts pounding down 
the corridor towards the court- 

ou in battle. 


vard to engage 
Getting across the courtyard 
usually involves three or more 
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f This program only has \ 
seven events hut each j 
j event requires massive \ 
f memory, the biathlon for 
example with its four bit- 
mapped screens. My per- 
sonal favourites included 
the bobsleigh f brifiiant ) and 
both the skating events 
(these both require a hell of 
a lot of practice) before 
anything fikea proficient 
score is achieved. I think 
thatWmxet Games is a little 
harder than the others in 
the Games series— the fwo 
skating events offer a tot 
more chaffenge than Just 
about an y other event in SG 
IL Get your hits on and 
have a go r if it doesn't grab 
youthen you're intangible! 


E pyx have moved away 
from the hot, sweaty and 
dizzy heights of Summer 
Games to those of a far colder,, 
but equally sweaty dime of 
Winter Games r their third sports 
simulations to be released in 
Britain. 

The game has a similar format 
and presentation to the Summer 
Games bilogy (well you have a 
trilogy, so why not a bilogy!? 
The options open to you are the 
same, with the choice of three 
competition modes or a practice 
mode. The former allowing you 
to compete in either one, some 
or all of the events in the form of 
a one-off, the latter to practice 
one event as many times as you 
wish. You can also view the 
world records and repeat the 
opening ceremonies as before. 
Even the act of selecting your 
country is performed in the 
same manner. However, there 
are only seven events in Winter 
Games as opposed to eight in 
Summer Games. 


flying th rough the dr* Th e object 
ot the exercise is to score as 
many points out of ten as pos- 
sible by performing a stunt, or 
Stunts, during a short sM jump. 
You are allowed three attempts 
at proving your worth. 

Your skier starts atop a small 
peak with a mountain range and 
static crowd in the background. 
A press of the fire button ejects 
him from his perch and for the 
short period of time he is in flight 
you must perform one or more 
movements from the six avail- 
able. You must also land suc- 
cessfully since falls are penal- 
ised as are poorly executed, or 
"awkward', movements. Points 
are awarded by eight different 
judges and an average is taken 
for your final score. 


The amount of people 
have asked for in fbmtatimm 
about Winter Games . _ i 
well it's arrived and I'm' 1 
glad to say that for me in 
offered no aisappointmm*: 
whatsoever ; Some oftl^ 
bit mapped backdrop sbf 
eensare absolutely supmik; 
especially the ones on&*r 
biathlon. the sprites, anim- 
ation and sound are 
the usual Epyx stand&rd^m if 
excellence, in some 
the animation, although' j 
not as smooth, has j 
Sl variety than Summer J 
Games 11 


FIGURE OKATING 

This is the first of three skating 
events and is a timed test of 
grace r accuracy and coordina- 
tion. You have one minute [real- 


HCT DQG AEHIAU? 

Nothing to do with flying sau- 
sages but a test of how well you 
can manoeuvre On skis whilst 
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time) to perform seven com put 


sory movements with as much 
elegance and precision as pos- 
sible, and without falling over in 
the process! 

The event takes place on an 
indoor ice rink (where else?) that 
scrolls from right to left as your 
skater does her stuff, One can 
skate either forwards or back- 
wards, depending upon which 
manoeuvre you wish to execute. 
Certain jumps and spins can 
only be performed by skating in 
the correct direction. 

As with the Hot Dog event 
you are penalised for perfor 
ming an 'awkward' movement 
ot falling, so one must time all 
jumps etc, carefully. For inst- 
ance, spin for too long and you 
fall over through dizziness! At 
the end of the allotted minute, 
sight judges rate your perfor- 
mance and an average for your 
final score is taken as before. 
One can score no less than a 
shameful zero and no more than 
a perfect six, since the marking 
scheme used is similar to the 
real thing. 

BK) JUMP 

High atop a man-made ski-run 
stands a lonesome skier, shive- 
ring with cold and anticipation. 
He crouches low andjpushes off 
with a push of the fire button. 
Down the runway he speeds, the 
wind pressing hard against his 
body and his mind concentra- 
ting hard on the jump to come. 

On reaching the end of the 


The graphics and sound in 
my opinion are even better 
than those of SG If, if you 
doubt that then take a took 
at the Hot Dog event— the 
animation is fabulous. 
Some of the events need a 
lot of practice, ones (ike the 
two skating events and the 
Ski Jump wift kee jj you 
going for weeks before you 
get anything like a decent 
score, lean see myself 
playing this a lot more than 
both SG andSG II, there 's a 
lot more challenge and a lot 
more gameplayl Another 
excellent sports simulation 
from Epyx and yet another 
that you just can't afford to 
v miss. — 


FREE OKATinia 

Although the Americanism may 
suggest otherwise, this event is 
in fact freestyle Skating and is a 
sort of extended version of the 
Figure Skating, instead of hav- 
ing to execute on 


, seven move- 
ments successfully in one min- 
ute, you are required to perform 
them three times in two. 

The music played during the 
event is different and so is the 
scoring system used for judg- 
ing. Greater skill is needed 
though, as you has to perform 
for longer but other than that the 
game is the same. 


If you thought that winter 
consisted of cold, rainy 
da y$, mugs of hot choco- 
late and tongdark nights 
you were WRONG How 
about having a shot at ski 
jumping, taking a bob- 
sleigh down a twisting ice 
Course or trying to ski your 
way across some of the 
most beautifully detailed 
landscape your Comm- 
odore has ever seen? Welt, 
you can now courtesy of 
Winter Games, the best 
sports simulation since J 
Summer Games II / 


9P6ED SKATINQ 

This event is very similar to the 
rowing in Summer Games II, 
being a head-to-head split 
screen race. Each player may 
choose their lane and after the 
countdown it's a speedy race 
down the 250 m straight. The 
joystick is used In Decathlon 
fashion although it's not frantic 
speed waggling that is required 
but good rn yth m In t ime w i th the 
skater's legs. When you first 
start racing you have to do do 
some swift waggling to build up 
speed, but once you're cruising 
it is leisurely strokes that gain 
the optimum results. Both 
screens scroll independently 


next step on from the Hot Dog , 
although no acrobatics are re- 
quired. One has simply to jump 
as far as possible to score 
points, but style is also of 
importance. While the skier is in 
the air he meets wind resistance 
and this affects his 'balance'. 
Therefore one must ensure that 
the skier is as aerodynamic as 
possible and that any faults that 
occur along the way, such as 
crossed skis and bent knees, are 
quickly corrected. 


strip he sails majestically into 
the air, temporarily at one with 
elements until he lands, heavily, 
the snow breaking his fall and a 
few bones simultaneously. 
Whoops. Who forgot to adjust 
his position during the skier's 
brief flight, then? 

The Ski Jump is effectively the 
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for the first time avers year 
ago, l thought it was brib 
tiant in aft respects — 
graphics , sound and espe- 
daily gamep/ay. When you 
see thesequei Summer 
Games H however you 
realise Just how far pro- 
grams have progressed 
over that year r The same 
holds true for Winter 
Games, although the time 


snow to send you zooming 
down the slope. When you reach 
a hilt it's swft left/right move- 
ments that are to get you to the 
top. 

At the end of the race your 
time is shown and any shooting 
penalties incurred are taken into 
account, the winner being the 
one with the fastest time. 


scale between its release 
and that of Sum mer Go mes 
1 1 is considerably /ess. 


This event has very basic con- 
trols — just steer the bobsleigh 
left and right a$ you hurtle down 
the ice track. The difficult thing is 
trying to find the best tactic to 
allow you to gain speed and yet 
not end up careering down the 
course like a drunken d river , 

The display shows three sep- 
arate screens. The biggest one 
shows a plan of the whole 
course. Once you start racing a 
red line creeps down the course 
indicating progress, a quick 
glimpse at this shows you exac- 
tly where you are and what sort 
qt bend you can expect to en- 
counter next. 

The second screen shows 
yourcur rent time, and the third a 
3D rear 'Pole Position' style view 
of your bobsleigh and the track 
as you whizz down it. This is the 
screen you have to watch the 
most so you can gauge when 
you should steer left or right to 
negotiate the corners If you 
don't steer at ail then your sled 
wifi go right up the banking and 
tumble over. 

The fastest time wins the race, 
and just like real life 0.2 of a 
second is a long time, allowing 
no room for error. 


/was initially disappointed 
nay disgusted, by the fact 
that this game was very 
similar in appearance to its 
predecessors, and Epyx 
i should have made some 
effort to change this. The 
l same can be said of the 
V seven *new r events. J 


Whife they contain some of 
the best graphics yet seen 
on the 64, the gamep/ay on 
a majority or them is too 
close to previous Epyx 
events for comfort . Stiff 
this didn J stop me enjo- 
ying the game immensely 
as a whole and this is an 
excellent addition to the 
Epyx sports range. But Ido 
feel that if they are to re- 
lease further games of this 
i/fc then they ought to buck 
their ideas up a bit and g o 
for something a little bit 
more original and varied in 
w ^ gamepfay. 


with each player. There's a bar 
so the player can gauge the 
speed and also a timer. 


and this i$ where your gun 
comes into action — load the 
gun and try to hit the targets., 
You only have five shots at the 
five targets and, because each 
miss win give you a five second 
time penalty, every shot counts. 

Control is a fluent left/right 
movement to make your skier 
move across the ice surface, If 
you go too fast then he just slips 


a (ATHLON 

The Biathlon is a gruelling race 
on skis over a beautifully drawn 
country track with only a .22 
calibre rrfie for company. You 
have to make your way through 
valleys and up and down hills 
between four separate points. At 
each point there are five targets. 


(like running on rce}„ too alow 
and it takes ages to build up 
speed. When you go downhill 
use up and down on the joystick 
to dig your ski sticks into the 
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Meticulous attention to 
detail with some good op- 
lions, but marred by a lack 
of restart facility. 


OraphlcH 90% 

Photographic backdrops 
and life-like sprites, with 
incredibly realistic use of 
colou r and shading. 


Sound 97% 

Plenty of superb tunes and 
sound effects. 


Hook ability OTRb 

The stunning graphics, 
sound and unusual game- 
play instantly draw you in 


i-OR^aibllitiy 04% 

Constant challenge of hea- 
ling records is ever present, 


Vatu*> For Monoy 


Lots of coo J game fora cool 
price. 


Another classic spans 
simulation from Epyx. 
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An amazing new concept in soit ware presentation, 
Electric Dreams will bring you tw'o exciting games in one 
double size cassette package at the superb value lot money price 
ot ONLY £9,95 on cassette and £12.95 on disk. 


Some of the world's most ingenious minds will be recruited to bring 
you entertainment and excitement beyond your wildest dreams. 

Buy this title as the first of many to complete your range of Electric Dreams. 



Digital dexterity and devious deduction are only two of the skills you'll require when you 
take on the nasty bad men in these two episodes from the world's most intriguing 

espionage story. 



Spy's Demise Spy Strikes Back 


Available on Commodore 64 and Atari 

Electric Dreams Limited, 1 nit 10, Tk Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone; 021459 3021) Telex; J37268 



WORLD 


Artie, £6 35 coit, joystick only 


PrejKiihtfltidn 52% 

1 to 3 players allowed. 


Qrapbic^ ^T'^b 

Undetailed sprites wobble 
about Ehe screen 


Sound 40°t; 

Nice while noise crowd sounds 
but cheap sounding and anno- 
ying tune. 


HookpbMrty 51% 

The competition element helps 


L^FtRtability 

Okay if you 'replaying two 
player but computer is easily 
conquered. 


Value For Monty Gg% 

Relatively low price but maybe 
i I'd be better off as budget 
software. 


Overall 49 d d 

tnternetionel Soccer is still the 
definitive soccer game. 


T his ts the follow up to 
Artic r $ relatively obscure 
World Cup and is m ar 
cade simulation of none other 
than ... the World Cup, The 
action begins in the quarter 
finals and up to eight people can 
take part with eight teams com- 
peting against each other and up 
to eight real life players can take 
part. 

The game lakes place on a 
football pitch roughly three 
times the screen length. It fol- 
lows a similar format to that of 
Comm od ore's International 

Soccer in that you are given a 3D 
pa no ram ic view of th e p i tch . The 
match is viewed through a 
scrolling window that follows 
the movement of the bell. 

Each team has six players with 
each player displayed as an ex- 
panded 


t After International 
Soccer setting such 
■a high standard for 
this type of game 
any product of a 
similar style would 
have to be of a vary 
high quality to 
make much of an 
impression, f'm afraid that 
World Cup II doesn't realty five 
up to the example it has been 
set The only new features are 
the muzak and the competition 
structure, although the latter can 
be a drawback because if you 
want a one player game you 
may only want a couple of 
games at the most but because 
of the competition you are for- 
ced (op/ay seven games, ff there 
was an ebon function it 
wouldn't matter but there's no 
way to restart f he game apart 
from playing the competition all 
the way through. The graphics 
are very blocky and smooth 
scrolling isn't used. The football 
itself knows little about inertia or 
gravity and makes World Cup II 
all the mote unrealistic. I'm 
afraid that after International 
Soccer, World Cup II just doesn't 
make the grade, ft it were budget 
software 7 might be a bit more 
merciful/^ but for the price Artie 
1$ asking, it realty isn 7 worth it. 


* 


sprite. 

When the game starts the pla- 
yers come running on to the 
pitch and take up their positions 
up and down the field. One of 
the teams i$ awarded the kick off 
for no- apparent reason and the 
defending team has to wait until 
the kick off has been taken until 
they're allowed to move. 

Unlike international Soccer, in 
which you play the footballer 
nearest to the ball with the com- 
puter switching control autom- 
atically, you have a limited 
control ovei the player you wish 
to use. To Change player you 
press fire and you can then 
move the player in your team 
nearest to the ball The other 
players that aren't being contr- 
olled just stand still in their 
allocated places. When you've 

er he runs 


near him. The options you have 
are dive left or right. To do so 
move the joystick in the direc- 
tion you wish to dive and hit the 
fire button. 

If you play the Computer it 
□beys the same rules that apply 
to you and is only allowed to 
move one player at any given 
time. The match is played over 
two halves with a short graphic 
intermission as the teams run 
off and then run back on again to 
take up their places. Corners and 
throws are awarded but the 


rnnLiknn 


finished using a 
back to the position from where 
where he started. 

The goalkeeper moves into 
action whenever the ball comes 


program doesn't allow for off- 
sides. Also included is a pause 
facility and the option of having 
a tune played during the match. 


f tf anyone releases 
a football game 
then it's bound to 
be compared with 
the excellent Inter- 
national Soccer, 
the apex of football 
games. This one 
isn't too bad and is 
presented in similar fashion to 
IS and has music (on toff facility 
thank godl Animation is aver- 
age, but the ball doesn't move 
very realistically. There's a nice 
touch with a footballer feeping 
into the air when he scores, the 
only trouble is that if seems to 
take s few seconds to sink in 
when he scores , and about the 
same emount of time for him to 
float down when he finally 
lumps into the air to celebrate ; 
The game is relatively cheep and 
ts definitely better than mast in 
its class, but I stiff think Comm- 
odore's soccer has yet to be 
beaten . 
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— » RELAX* — 




COMMODORE 64 

In exclusive Idcdohjwl ® twin cassette pack 

. — Ocea n Software is available from setettetl brandies of 

C®.W I ISMET 1 1 .VSaSaBlIVlMtlllDim#,' wsm, Rumbelows,t3r^Ks 


Spectrum Shops and all good software deafer* Trade enquiries w* lame. ™ 

Ocean House 6 Centra! Street ■ Manchester- M2 SNS ■ Telephone 06 1 832 6633 - Telex 
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Charlie Fotheringham-G runes has come out from 
behind the rhodedendron bush, donned his space suit 
and scampered off the the moon in yet another bid to 
save life, the world, the universe and generally . ✓ . 
everything worth sticking up for. 

He's a man of principle this F-G chappie, don't you 
know. Represents all the good things in life. Sort of 
chap who might be able to stop the rot, persuade men 
not to wear aftershave and grow beards instead, force 
Penn to have a haircut and generally put the world to 
rights. 

But enough of this drivel on with the 
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We'll be making the drawon 14th November, so 
get those entries in to 

NODES OF YESOD COMP PO BOX f 0, LUDLOW, 
SHROPSHIRE, SYS IDS 



+ 



Your chance to jump in and win one of the fifty 
copies of NODES OF YESOD up for grabs 
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With the next event r some 
pathetically primeval sport, 
being a head to head my con- 
fidence grew, Penn seemed 
shaken by the simplicity of his 
first defeat. The i aoe started and 
Hem ant zoomed into an early 
lead leaving Pen n struggling in 
his wake. At the 100m mark the 
foul Penn had made up for his 
early mistake drew level. My 
hearts pumped as one as they 
both approached the finishing 
line. I groaned as Penn pulled in 
only 0-3 seconds in front of the 
challenger. 


Henna nt arrived early at the 
appointed day and brought his 


younger brother with him for 
support. I was pleased to see 
that not only had he brought a 
clan member along but also 
three different joysticks to help 
him gain optimum marks in the 
16 different events, t announced 
that play should immediately 
commence, knowing that the 
sick Penn had been watching 
some feeble children's movie 
called Zombie Ffesh Eafa/s late 
the night before. 

I also knew that Penn was suf- 
ferine a pathetic emotion called 
Tove r — a human affliction 
which appears to throw the 
centres of personality balance 
out of synchronisation and 
which I suspected could affect 
his gameplay adversely, T take 
full advantage of the situation I 
told a minion to whisper 
J Wendy' in his ear just before he 
entered the challenge room. I 
was certain that this would put 
him off * * . the way he d been 
mooning around the office rec- 
ently was disgusting- 
When Rignalf then walked Into 
the room to give the lovesick 
Penn some moral support my 
old emotions were stirred too 
much for me to refuse. Rignall*& 
huge ego has barely been dent- 
ed by last month's defeat, but 
the out-of-proportion Penn's 
has now reached state-of-the-art 
expansiveness, making the 
wimp's look like a deflated bal- 
loon. I took heart, Penn came 
second in the in-house chall- 
enge in issue one — surely he 
can be disposed of more easily 
than the last revolting champ- 
ion. Anyway, I still reckoned that 
one with such over-sized arms 
and legs wouldn't stand a 
chance against a keen-eyed and 
worthy challenger like Hem ant, 

I ordered the games to start 
and as soon as the athlete lit the 
Olympic flame the first event 
was loaded. 


JAVELIN 

This event amuses me; if rowing 
is the peak of Earthly enginee- 
ring, then throwing spears just 
about sums up the total under- 
development of the human raw. 
Watching the foul Penn compe 
ting in such an event amused me 
even more, so fitting for such a 
stone age human. His first throw 
made 88,12m, to be expected 
from such a tribal creature I 
supposed. My challenger faul- 
ted — nerves I told myself. 
Penn's next throw reached the 
100.50 mark, Hemant faulted 
again, the incompetent fool! 
Don’t they teach them to throw 
spears properly in London 
schools? My third stomach 
churned as 1 watched Penn's 
smug grin creeping over his face 
like a grinning Czhezhire kat 
from the moons of Jag I on, I 
wondered whether he was play- 
ing me along when he faulted on 
his next armward heave, but 
with the last throw to Patel I 
wondered if my challenger 
could yet pull something out of 
the helmet. He didn't, and my 
hearts sank slightly as a second 
gold was awarded to the crow- 
ing Penn, 
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irhm niomoni of 1 Earth fins flS ^ 

.dt'c lovstich friendship Ahhhtt, . . 


EQUESTRIAN 

My challenger had to ride first so 
it was up to him to set the 
standard . . . 1 switched on my 
stomach harmonizer to steady 
my nerves. Hemant was off, and 
cleared jump after jump without 
falling or suffering a refusal, My 
hearts lifted as he reached the 
finishing post without a fault. 
Let's see how an oversized tad- 
pole can match that, I thoro- 
ughly enjoyed the next minute 
during which time Penn make a 
complete fool of himself as he 


struggled to go the course with- 
out faulting. With many a groan 
and a battered horse he event- 
ually struggled over the finish- 
ing line with a score of 26 faults , 
..HA! 

HIGH JUMP 

Both competitors agreed to start 
at 2.00rti rather than go all the 
way through from 1.50m. t 
watched the caterpillar head 
clear 2,00m with ease, and my 
challenger, after One Slight 
mishap, cleared the same 


CHALLENGE 


height. 2. 05m provided no pro- 
blem for either player but 2.10m 
became the sftaEling point for the 
overweight Penn.THe failed the 
first a no second attempt and I 
watched, thoroughly satisfied, 
as he knocked the bar off for the 
third and final time. My chal- 
lenger, undaunted by moans 
from the margin doodler, clea- 
red 2.10m first go — another 
gold to Hemant, 


FENCING 

This is mote like it! An event 
where the idea is to stick a piece 
of specially sharpened metal 
into your opponent. I sat backfor 
a moment and contemplated 
pleasant mental images of Penn 
on my zoospheric examination 
table undergoing a rigorous re- 
arrangement of his internal 
organs with a half-metre thick 
piece of specially sharpened 
metal , B , 

The event started with Penn 
immediately scoring a hit — so 
much for the power of the mind. 
The same thing happened again 
. . . and again, without a reply 
from Hemant. I started to get 
that old familiar sinking feeling. 
The hideous Penn struck again 
and I cursed my incompetent 
challenger. Penn w&s awarded 
another point. He'd won the 
bout and my challenger failed to 
score and consequently didn't 
even earn a medal or points. 


CYCLING 

Penn's smug grin filled my head 
with unbelievable loathing as he 
settled down to tackle the next 
event. I was relieved to see that 
my challenger wasn't looking 
too ruffled by his specially shar- 
pened metal defeat. The gun 
sounded and both players com- 
menced pedalling down the 
track, Hemant started very well 
but the fool lost rhythm and 
faltered , . » I cursed to see the 
odourous Penn trundle past. Oh, 
how I wished for a ten -ton 
juggernaught to come the other 
way and grind him into the road. 
My challenger made a brave 
attempt to catch up but Penn 
carried on without loss of rhy- 
thm and finished almost ten 
seconds in front of Hemant 32.3 
seconds to 41.5 ... and another 
gold for the self-satisfied Penn. 


KAYAKING 

I knew that the evil one was 
reasonably confident in receiv- 
ing the gold in this event, ha ving 
scored some rather good times 
in practice., I pondered on the 
thought that if my challenger 
won this event perhaps Penn 
would be shaken enough to fail 
In the next, t sat and hoped, Penn 
went first and 1 paddled, ! grudg- 
ingly admit, with some flair until 
. , Oh the Great God of 
Nuncikau . . . whilst trying to get 
through gate 14 he hit the pole 
and was sent into the bank. 
Many precious seconds were 
wasted as the bumbling idiot 
tried in vain to paddle back up 
stream to go through the gate 
again. In the end he was forced 


rum 

UILU 

Win’ 


ZZAPI 64 November 1985 113 




19B5 (Mast#rtron4c) 

22.902 Neil Rolls, Wethersfield, 
Essex 

1 9 .250 Steph en She rlodt, W i r r&l , 
Mersevsidtf 

1 9, 1 50 Derek Hoi mes , Wal l asey. 
Mersey 

ACTION BIKER/CLUMSY COLIN 
(Mastertionicl 

265,503 Jason Berber, Wilney, 
Oxon 

263,4 1 0 Chris R usseL R Olhm ham , S 
Yorks 

263,126 Colin Unfitly, Game hurst, 
Keol 


BLUE MAX (US {Gold S 

26,420 Ned Robinsdn, Welling 
boro', North ants 
24,750 Michael Wooflm-an, LLan- 
samlet, Swansea 
1 7,990 Philip Desmond, Chelms- 
ford, Essex 

BEACH HEAD (US Gold! 

93ft, 700 Michael Chappell. Kenl 

808.000 Pfiter Mason, Inverness 

756.000 Carlton Walls, Norwich 

BEACH HEAD » {US Gofcfi 

LZ4S,000 Barry Nicholou, Reading. 
Berks 

1 , 1 01 , 200 J u l m R iy nail. ZZ AR I 
989.500 Gary ffenn, ZZAR! 

BOUNTY BOB iUSGalril 

8,585 680 X rist in KwHcjan. KNmar 
noch, Ayrshire 

^14,300 Alan RiddJough, Salih urn, 
Cleveland 

339.000 Michael Orm*L Bognor 
Regis, W Sussex 

I CAD CAM WARRIOR jTashset) 

6,175 Mark Coleman, Blackburn, 
Lancs. 

3,2 5T Philip Desmond, Chelmsford 
Essex 


Up and overt Gary 


CDNFUZION {Incentive I 

31,145 Colin Box, Brampton, 
Cumbria 

21,370 Julian Rig-n all, ZZAP' 


S clapped my fist into my palm as 
it was announced that Penn had 
won the race by 0.2 of a second. 
The old familiar feeling was back 
again with a vengeance. 

GYMNASTICS 

My challenger went first in this 
event and scored 7.2 on his first 
vault. ! cringed slightly, his tec- 
hnique wasn't good and there 
was no way he could earn many 
more points than that; His 
second vault gained him 7.5 
points, 14.7 overall. I prayed that 
Penn would fault. My prayers 
were not answered. He went on 
to score 9.6 and 9,8 — 19-4 
Overall, I felt revolted when l saw 
the anti- peristaltic-making smite 
creeping across his moon face, 

4X1 0Om RELAY 

My moral was slipping, and so 


computer judges are biased — 
they've awarded him 180.00. 
How could they do this to me..? I 
sew the final scores and looked 
away in disgust — 597.00 to 
Penn end 584.70 to Henna nt. I 
sank back in my chair, thinking 
only of the next event. 

4X4DOm RELAY 

The 4x400m race began extrem- 
ely well for my challenger {after 
a rather nervous false start) and 
he powered down the straight 
on the first leg leaving Penn 
eating dust (his usual diet for 
luncheon anyway). Adding fur- 
ther to Penn's confusion, a 
pathetic baton changeover 
caused him to fall even farther 
behind . . . once again I started to 
enjoy myself, Things were still 
going badly for Penn when all of 
a sudden he began catching up 
with the leader. Forcing back the 
urge to sever Penn'S joystick 
lead | if not his jugular), I $at back 
and took a hefty swig of Dom- 
estos „ . . the finishing line was in 
sight of my challenger, if only he 
could hang on . , , if only he ... I 
dosed my eyes and look ano 
ther raw throatful of the fiery 
liquid as the fat faced one 
crossed the line 0.9 seconds 
before my challenger, his lime 
2.30 0. 


to miss the gate entirely and 
struggled over the finishing line 
with the feeble time of 1 56. My 
challenger sat back confidently 
and completed the course fault- 
lessly with an excellent time of 
1 .37 ... I began to feel better, 

POLE VAULT 

I watched the first event of 
Summer Games with eager 
anticipation, 1 was sure my 
challenger could take the gold in 
this one. Both players started at 
the 5.00m mark and cleared the 
bar time after time until 5.70 
when both encountered trouble. 
Hem ant failed at the first att- 
empt Penn likewise. At the 
second my challenger cleared 
the bar . _ , it was now up to the 
slimy one to fail ... I concen- 
trated on infiltrating his micro- 
scopic brain. He failed his 
second attempt and made my 
hearts beat faster as he ran up to 
his third and final go. My con- 
centration reached its utmost 
and a shout of anguish from 
Penn caused me to open my 
ey&s — he'd failed. Oh frabjous 
joy , . , another gold for Hemanl. 

HIGH DIVING 

It was my challenger's turn to go 
first and I confidently expected a 
good result. HemanTs first dive 
brought him an commendable 
score of 161.50 . . . , an excellent 
start. Penn commenced his high 
diving and was awarded 136.00 
for fas pathetic imitation of a 
Betalgeuse hump backed killer 
whale doing a belly flop. Oh* 
how I wished this was real life 
and that t could charge the water 
with 20,000 volts during his dive, 
Now that would make his hair 
stand on end! During my 
thoughts Hemant and Penn had 
both scored 133.00 for their 
efforts. They both scored exactly 
the same, 148.00 for their next 
attempts. 1 again breathed 
deeply. Hemant's next go was 
awarded 142.20 points, surely 
winning this event was beyond 
Penn's feeble powers? He took 
. his dive 


was my challenger's it seemed . . 
. he had to win the next three 
events and his slimy opponent 
fault on one for him to win the 
challenge, I concentrated on 
trying to put off Penn, difficult 
because he was putting me off 
without even trying. The swim- 
ming started badly for Hemant 

■ ■ ■ ■ f L ■ ii_ . Jl 


and he tagged behind fight from 
the start. Time and time again 
the scrolling screen overtook 
him as he fell further and further 
behind, t sat, mortified as I 
watched him slowly but surely 
lose the challenge. The evil one 
won the race with a time of 
1.39.3, my challenger's a measly 
1 .44.1. Oh why is this happening 
again? What have I done to 


fOOm 

Without a warm-up I wondered 
how the two would do in this 
gruelling joystick waggling ses- 
sion. Would Penn's feeble heart 
pack up with the strain? Perhaps 
cramp would set in ... I pon- 
dered on how long I could delay 
an ambulance if it happened. 
The race started and both com- 
petitors immediately induced 
terminal frenzy, smashing their 
joysticks from side to side, 1 
found Penn's expression partic- 
ularly amusing as he strained , , . 
not unlike the one I imagined on 
the hellucifier when using my 
specially sharpened scalpel on 
his nether regions. Both com- 
petitors were neck and neck . . . 
almost a photo finish, who won? 


deserve it? My quest to find 
another challenger is only just 
beginning. 

I return to my Command 
module, plug in my hsllucifier 
and attempt to escape the 
smugly complacent smile of the 
vile Penn . . . there's a next time 
mortal ... a next time • , . 


f OOm FREESTYLE 

No Comment! 


SHEET SHOOTING 

*&$%$% £11i 
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V/ / * 

'/ 


Hi ft* 


CAULDRON IF'ulHceJ 

1,11 3,475 Simon Antnrth. London 

150.000 Dat/un Srriiih, Suffolk 
31.250 Oary P«nn, 7ZAPi 

■i 

CHICKEN CM A SLiFirebifdt 

973 .4 2 5 D J M u itcjv ■ Hove r 1 1 itf h lh i i, 
Notts 

923.643 PhijI Yen rial I, Exeter, 
Devon 

630,89 1 . J l j I \b n Fti g na I l r ZZAP ' 

CYfiQTRON (Anirpgf 

3,653,500 Richard Barket, Leeds 

1.250.000 Stephen Blidgoon. 

Mil rich ester 

436.200 J ames Thomas, Fi ahq yard 
Dyfed 

DEFENDER (Alarrsoff) 

3,1 15,350 Ian Carrel, Langstons 
Hants 

3,005,^75 Gareih Baron, Tyne and 
Wn.jr. 3 r 0£M), 1E0 Julian Ritfnall, 
ZZAP! 

DIG DUG I US Gold} 

999,400 Sharif SaEama, Cairo, 

E 9Y0l 

6.^9 500 Julian Rig nail, ZZAP ! 

1 75,000 Philip Desmond, Col 
Chester, Essex 

DAVID S MIDNIGHT MAGIC (Afio 

lutift) 

3 ,342 ,3 1 0 M Watkins, N e wpo r t , 
Gwent 

1 ,222,210 Malcom Stretiun, Bert 
hamstead, Herts 
59S.530 Gary Penn*, ZZAP I 

DROPZONE [UK Gold! 

3,246,960 M Orwell, Boym*r Regis, 
W Sussex 

2,029,730 Peter Mcarlhy, Weston 
S Mare, Avon 

t,759 r D30 Gavin Tad, Glasgow 

EVIL DEAD (Palace Video} 

953.200 S Jackson. Noiihwith, 
Cheshire 

ENTOMBED (Ultimate} 

Fin. 0,36 Mark Wilson, Durham 
Fin. 0,33 Gary Penn, ZZAP? 

Fm. P 40 Julian Rignalf, ZZAP I 


ENCOUNTER {Nov^genJ 

632.000 Julian Venus, Winchester 
506,5-00 Jason Mitchell, Inverclyde 

490.000 Steven Blidgeun, Man 
Chester 

FRANKIE GOCS TO HOLLYWOOD 
{Ocean} 

06,700 Gary Penn ZZAP 1 
R&.60Q Julian Rignjll, ZZAPi 

82.600 Rachel Walsun, Abtrysi 
wyth. Dyfsd 

FENDERS K EEPERS \ Mast erf ran ic 

i. 270B.67 Simon Wright, Gosport 
Ham a 

GUARDIAN EAJImia} 

1 . 020, 950 J u I ia 1 1 R ign^l I „ ZZA P r 

592.600 Andy Moss, Coventry 
467,360 K ha I id Mirim, London 

Ghost busters [Activisioni 

S52.0QO Crefg Dibble, Droit with 
§46,500 Rachel Watson, Aberysi 
wyth, Dyfed 

545.000 Warren Minton, Lunin 
Hens 

G RIB BL Y S DA Y OUT (He w$tm 
| Consultants) 

10,949 Bradley Cole. Down end,, 
Bristol 

15.933 Julian Riynall., ZZAP 1 

HYPERSPORTS (Imagine) 

175,5? 2 Norman Stevens, Slral 
fQjd-On Avon, Warks 

153.933 Julian Rignall, ZZAP' 

145, 165 Stewart Brewster, Mai>- 

1 cheater 

|JUMPMAN \tpyx\ 

1 56,300 Fault am pbel I . N Ire I a nd 

KONG STRIKES BACK {Ocean] 

12,071,210 Draw Roger, Dunbarton- 
shire, Scotland 

2,030, 795 Jonathan Sni i rh, New- 
port, Gwcm 

MR DO (US Gold) 

4, 652,600 Russel Marsh. Mansfield. 
Notts 

4,61 2,500 Steven Basely. LLunalli, S 
Wales 

1 3. * 43,600 T im Reggs, Scarborough, 

N Yorks 


THE SCORELORD 
SPEAKETH 


Si ^ t!f maTe 1 / ^ 

m^ ve ™ 262 /t 

SSag^jf * rB *#H 'L 9 

) J^a^gifto the Lw eov,f - This ?g ri o JL the °' d 

to ° n fcSj to ths toy 

®Kperience cfoi ai/ . ° ^Vnewoosifr^ 1 USe Your lnfrtSP^ B no * I 

games - ® d, stfoct lack o?Ii!S ‘ lnci ^Wj f a,I,e *n rny 


ffiSgjr&af 

~ ■ wgh j!j &~ n? 


NIGHT MISSION PINBALL {Sub 

Logic) 

10,783..460 Julian Ri retail, ZZAP' 

3, 536, 56Q Ga ry P enn , ZZAP 1 
1,655,090 M O'Reilly, Rishton 
Uncs 

PITFALL If {Activision) 

199,000 Mark Hardy, Norwich, 

N o r folk 

199,(>00 Mark Bishop, Hem el 
Hempstead, Herts 

2PASTP INDER (Acti vision] 

360. T90 Jonathan BeEbell, Eaton 
Bishop, Hereford shi re 
342,690 Paul Montague, Eaton 
Bistiop, Herefordshire 
269 525 James Callaghan, SkeF 
n^?rsdale, L^ncs 

POLE POSITION (US Gold) 

1 34,650 Jj jlsan R iy r i j I L ZZAP ' 

} 30,360 Dar 1 1 el S han non Boo th am, 
York 

1 24. 46Q Andrew Ball, Gwent 

QUOVADIS (TtwEdqeJ 

2,967,100 Michael Bradshaw, 

, Gomeral, Clectheaton 
; 2,750.650 Michpe | Stiaw. Dunk in 
| Cheshire 

1.665,800 Tom McKee. Ross Shire 

ROLAND'S RAT RACE [Ocean \ 

94,950 Beverley Turnbull, Col 
chaster, Esse* 

47,400 Mark Taylor, Stanford-ln- 
Nof i-H, Essex 

43,O!.>0 Gary Penn, ZZAP F 

ROCK 'N' BOLT [Actryisionl 
S340. 159.40 Nicti^tas Birds, 

Buxton. Derbyshire 

SI-^.SOB 25 Jaz.'Ga^ I relay }, ZZAP I 

$21,377 25 MO-Remy, Rishton. 

Lancs 

RESCUE ON FRACT ALUS {Acti- 
vision) 

296,498 T N Branston, Cropw^ll 
Butler, Notts 

255,897 Matlhew Dark, Sutton, 
Surrey 

156,954 Rachel Watson. Aberyst- 
wyth, Dyfed 

HCX:K FOPrU 5 RIOT IIMonal Hh i 
32,913 Julian Rignall, ZZAPI 
2 1,924 Michael Savage, Norwich, 
Norfolk 


RASKEL [Budgie] 

210,800 Julian Rignall, ZZAP! 

RAID ON BUNGELING BAY fAnoh 
a$:oft) 

146,200 Glenn Yyau, Imham. Lines 
11 1.30O Paul R iceman, Ilford, Essex 
T 04,600 Driv^ Chapman, A^lpn, 
Sheffield 

STAR WARS {Parker Bros l 

126.642, T 60 Richard Cosgrov+f, 
Nottinghani 

100,366,474 M Wnnlford, Yeadon 
Leeds 

50.074,963 Paul Bcikee Swftidon 
Wilts 

SLINKY {US GukJ] 

100,000,000 Julian Rignall, ZZAP 1 

918,000 Zeno Wm kens, Cunuclof. 
Co Wexford 

SUPER ZAXKON [US Gold) 

55,900 Julian Rig naif, ZZAP! 

SUPER PIPELINE IHTa^kset) 

128,400 Warren Craig ie P Edinburgh 

THING ON A SPRING {Gremlin 
Graphics) 

13.257 Andrew Grrfe, Worsley, 

Manchester 

. Gary Penn, ZZAP! 

6,284 Chrps Wdsan. Wig ton, 

Cumbria 


TOY BFZZARE [Activision I 

603.760 J Mdean Rhondda, Mid 

Glam 

B99 r 200 Phihp Wilson, Belfast 
1 04,240 Gcirelh Baron, Tyne anc] 
Wear 

WIZARD OF WOft {Commodore) 

345.000 Kevin Ad dm son, Peser 
borough 

295, 700 Robert Crossmpn. 

Taunton Somerset 

202 .000 Ju 1 1 an fti gi>E*| | , ZZ AP * 

UP N DOWN (US Guklji 

2 1 2,350 Rachel Watson , Ati-ur y 
wyth, Dyted 

198,830 Khamsin Too W, Wolver- 
hampton 

Michael Murray, Birminy 

ham 
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ZZAP! READERS TOP 30 Fork 


1. ^ SUMMER GAMES II (13%) 

UE GOLD, £9.95 cass 
ZZAP! rating 97% 

H 

2. (2) ELITE (12%) 

FIREBIRD, £14 95 cass, £17-95 disk 
ZZAP) rating 92% 

3. (H WAY OF THE EXPLODING FIST (10%) 

MELBOURNE HOUSE. £9.95 cass 
ZZAP? rating 93% 

4. (4) DROPZONE (6%) , , ' . 

UK GOLD, £9,95 cass ' . 

ZZAP! rating 95% ( * 

5. (3) PITSTOP II (6%) 

US GOLD, £9 95 cass 

ZZAP! rating 91% H " * - , 

* p * - * 

B./W BEACHHEAD 11(5%) 

US GOLD, £9.95 cass - 

ZZAP! rating 90% * , 

4 

7. (16) HYPERSPORTS (4%) 

IMAGINE, £9.95 cass 
ZZAPlrating 91% 

' .. * ' h * 

8. (25) SKYFOX (4%) 

ARIOLASOFT. £9.95 cass 
ZZAP! rating 91% 

* 

9. ( 2 1) FRANKIE GOES TO HOLLYWOOD (3% ) 

OCEAN, £9.95 cass 
ZZAP! rating 97% 

I 

10. (14) INTERNATIONAL SOCCER (2%) 

COMMODORE, £14.95 ROM 
ZZAP! rating 90% 


11 .(7) ENTOMBED 

ULTIMATE, £9.95 cass 
ZZAP! rating 93% 


12, (24) FOURTH PROTOCOL 

HUTCHINSON. £12.95 cass 
Z2API rating 95 % 


13. (13) IMPOSSIBLE MISSION 

US GOLD. C3.S5cass 
ZZAP 1 rating 92 % 


14. (19) SUMMER GAMES • 

EPVX, £14.95 cass 

ZZAP! rating 90%. % , 


15. (70) THING ON A SPRING 

GREMLIN GRAPHICS, £9.95 cass 
ZZAP! rating 93% 


16. (8) INTERNATIONAL BASKETBALL 

COMMODORE, £5.99 cass 
ZZAP! rating 93% 


17. (6) BOUNTY BOB 

US GOLD. f9.95 cass 
ZZAP! rating 92% 


18. (12) BOULPERDASH I/ll 

MONOLITH, £9 95 cass 
ZZAP' rating 82% 


19. (17) GRtBBLY S DAY OUT 

HEWSON CONSULTANTS, £7,95 cass 
ZZAPi rating 90% 


20. (18) THEATRE EUROPE 

PSS. £9.95 cass 
ZZAP! rating 94% 


YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP! . 

READERS TOP 30 CHART! 

Every month we give away an amazing £4 0 worth of software to the first person whose ZZAP ! READERS TOP 30 VOTING FORM is pulled 
from the bag. The winner also receives a super ZZAP 1 64 T-shirt Four runners up get aT shirt and a ZZAP 1 Cap. So ali you have lo do is fill pm 
the form below, remembering to put your name and address down „ list your five favourite games In descending order (remember they must 
be released games that you have played], state which software you would like (to a total value ol £401 should you win, and your T shirt size 
iS.M.L), Then send your form in to the address shown, 


VOTING COUPON 


(Please writ© In block capitals} 
Name 

A, Ej d 0 SS ■ f | PlflfflfB * » ■ ■ ■ i ■ 

n r i H * ■ + a -B ■ i + ■ S I-I-+PVB*" + ■ P ■ ■ ■ 

POStCOdS . b m hbjbp .bb ■ b r 


■ r a i r i r * I i 4 1 4 


fen - a 4 B 


(f l win the £40 worth of software, the games I would like are: 
Game (and software house) 


My T-shirt size is S/M/L 


116 ZZAP! 64 November 1985 


I am voting forthe following five games: 
1 

■ I L I J I ■ J mi I I J B J H B I B J B J b l B I ■■■ B fl B fi B B I B 


+ B i a -i I- 


2 . 

3 . 

4 . 

5 . 


I I ■ ® ■ # I PB-l ■ S + ■- 4 i. 4 I 8 b 4 I- 1 4 - J I- I ■ 1 fi B 4 §-H4 4fl*H + B-l r r a i lair* » r r 


H - » b -S + 


F 1 >■ - - *■ P 4 - ■» + PH 


HB |.HB |9 Ba ■ - J - S ■ r - FBI 


30 , PO BOX 10, 
SHROPSHIRE SYS 1DB 


P 4 



November 1985 


2\.(15) KIK START 

MASTERTROMIC, El .99 eggs 
ZZAP! rating 90% 

22. (-} BARRY MCGUIGAN'S BOXING 

ACTIVISION, f 9.99 cass 
ZZAP! eating 97% 

23. (27) WORLD SERIES BASEBALL 

IMAGINE, £9.95 cass 
ZZAP! rating 87% 

24. (28} SPY Vs SPY 

BEYOND, E9 .9 5 cass 
ZZAP! rating 88% 

25. (-) CLUMSY COLIN 

WASTE RT RON iC, Cl 99 cass 

ZZAP! rating 86% * ' 

26 . (-) TOUR DE FRANCE 

ACTIVISION, E9.99 nass 
ZZAP I rating 78% 

* 

27. (29) FINDERS KEEPERS 

MASTERTRONIC, El 99 cass 
ZZAP! rating 90% 

*' p 

28. (9) SHADOWFIRE 

BEYOND, £9.95 cass 
ZZAP! rating 91 % 

29. (22) INTERNATIONAL TENNIS 

COMMODORE, E5.99 gass 
ZZAP! rating 86% 

30. (-) NODES OF YESOD 

ODIN, F9.95 cass 
ZZAP! rating 95% 




Chart Voting Draw Winners 

Winner (E40 worth of software plus T-shirt i: 

Nigel Palon, Worrrut. V ife DD6 &PG. 

Runners up (ZZAP! T-shirt and capl; Graham Hooper, 
Manchester M 1 2 4 NU; Thomas Bancroft, Camberley, 
Surrey GUI 5 2 JA; Robin Churchill. Worthing, Sussex 
BN 14 7 RA; CPL Jim McEwan, BFPO 102 . 
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ku an uungs rraoma. 
The first BO out of the bag with 
correct answers (a tough one 
this) each get a copy of the all 
singing, all dancing game toy 
OCEAN — welcome to the 
Pleasure Dome. . . * 

Anthony Gibbins, Hitehin SG4 ESQG; P D 
Thomas, Glsvalanri TS23 3PO; P D 
Stapft n r Swki RG4 ?m r IDs Jid Vkk*n< 
WTHNGH AM MG1 1 8 m- Aodrew BiWry, 
W Sutte* RHlft DON; Us Muring Berks " 
RG170M; Alwx Huxley. Staff* WSSSOX 
Chris Mecttwi, Limerick , Ireland: Ehflw* Eh 
Mahay, Birmingham B24 9BO, Gmhtffi 
Afid**cn F Lines LW£ &AU; Dev id Cartel, 
Oxford OX& ZKA; Julie F«lnv, Kent ME 19 
6N0; Wayne p* B raon . Mid Glam CM5 4SU r 
Br[#n Curtis, RAF Upper Heyfonfl: B M Dtty 
Ess*x 8S£ 7LHj Colin Forttr, Lan,csVUN5 
OHP- FI G Citric, London SW^oSJ; Coim 
Barrett. £ Glamorgan CFS7RY: tan Pinto 
Surrey SWS-HQR; ft FWh^ier EssaxSSM 
2LH; Paul Whonwod r Staff*? « Senibi, W 
Midlands 069 SOX; M M Cocke. Surrey 
SM2 S®L r David Williams, Surrey KTZ3 
4JX? David Bid cknren r HM* SGf *NT: LS 
ihJphl, Kant ME 13 9JR; Dynt*n> Harwy, 
Staffs W£7 SUN; Clarke CokHihcwn,. 
Swtiand iPH7 4JR;. Joanne Green, Wart» 
OflO BLG- D M Foley. WHu* 0A12 SHR; 
Made Fendkfc, London N17 «BZr Trevor 
Cook, Notti ny hjpn NCA 4WA; John Kay, 
Una BLB 1JB; Steve OUqii, London SFS 
Adrian Pelto r Hemp* GUT? fcNJ? Clhre 
Strinyaf , Oxwi 0X12 SAX; Cert Porter, 
S-s-Kkjmrt 5K45LD; J Davies, Essex ftMTS 
SNA; P A Boy y<f$ r Eu*x CC73 3DX- Paul 
Warflhim . 8ucMSL8 BQN; ft Eaton, 

Sussex RH 10 &PL; David Ow«f1 H Staffs 
W5L1 1JZ; Mike Booton, Leicester LE5 
6Q>V Ronald Gotklanl, Luton, Bede Piul 
Cat *t„ Essex CMS tBL. Mrs P A Taylor , 
Dorset ftH220€Z; Simon Harrison, 
Cornwall PU40EP; Marie Mlkmghby, 
Cheshire SK7 7HRj Glenn Coding. Essex 
CO* *PT ; Ftafnmintj Madsen, n9M Utft»r g 
Denmark 


GRAHAM 

GOOCH'S CRICKET 
COMPETITION 

Audiogenic wanted to know the 
answers to some simple 
questions about cricket 
unfortunately the resident 
ZZAP! cricket expert went end 
gut one sot of answers 
completely out of the pitch— so 
we disregarded that question! 
First BO correct answers picked , 
receive a copy of the game ■ . . 

Mr JHRumbflll, Isis olWitsht P03Q SRVjC J 

Holden, Kant TNS 112; Richand Gibson. 
Suffolk NRJ&ZTE; Robert Hiirrun, Cornwall 
PL 14 3PT ; David Carps n j e r ( Devon EXIfi 
6EN; GtaptiefiHolgatt, Lancs BB12 $0X; 
Mr* 0 A Hadley, Bhns^ TT10 SHY; Ewan 
Maddotk, Haris AL7 1AW; David Evans. 
Oxcm 0X2 mj; Cream & Lifilf. W Midlands 
075 SUN; PLHynds, EteaxSSII ftEft; 

Philip fumet, Davg n EX 17 ZDH ; S Morris, 
Staff* STC 7AU- X Bum), London E 17 9HH: 
Chris Dickson, Surrey KT19 CSW; P J 
Barttfordm. Shr^ TFS4BJ; CarlatOfi 
Shaw. Lon don N 10 3HT; A Coombs. 

Gwent NP7 OBHj Mh* Tyne and 
Wear NE34 6RY; HHmy Newton , Cornwall 
TR1J 3LH: Da^idCf I «m> Durham DHl 
1HA- J Ptefcxrd, ChwyoDHS 4TX ; LJasaph, 
London N21 2JA. D Kur, Staff* WSl 1 3PG: 
Msrk ftrewet r Sumy KTB 1 JP: Andrew 
Jfi<k wn, Herts AL23DZ: S M Goadan r 
L orwkrfi SES 1JD; Mimas Wabb, Berks 
ftG 12 3DF; J Gala, Lead*' Sreplhin Worntf. 
Hull HU 12 SPW, Akislay Stones, Shvff held 
S304PLr Mark Horten,, Wa IsaII W£2CELj 
S teveGalay, Loncton E4«RJ; A W 


Groundwater. Morth u 1 1 1 beriand NE23 6NT: 
Philip Royere, Mareayside L42 pVH; D 
Firnstef, Leeds LSfl ODCX David Ahfcen. 
Kant ME9 aftIF. SR BreokH v Gles GLS 3 
SLfl; T S HowiDk, Seda UUS *PAr Ivor 
Cecnafri. Shreps SYH *DA. A C Sollon, 
Cheshire WA1S QDlj Paul Alia w*y p DofSat 
BHtB 6DG ; A Montiagui^mrth, Wihti BA14 
MXI; A J Prtry, Owon SNT7JE; MCro-s^ 
Berks RG4 QNA; M^rtyn Wilson. Cornwall 
PLlI 2LY; Ttmothy Faiday, Khiwt.iada-U- 
1 yne NE20 9LA Sam Fl«vy # Bfifks SLA flQU; 
Janaten Wdte, Lancs PR* J2X; Thomaa 
HM r Cheshire CW4 7EB 


CONFUZZZZA- 

PERSON 

Ian Andrew of Incer t ive 
Software, thought up the 
meanest competition ever for 
ZZAPERS — to count up how 
many times the letter Z 
appeared in the issue. The 
correct answer is ... (turn to 
page 202), The following 40 
heavy counters may now relax 
in haute couture a ('incentive 
(Confusion T-shirts or 
sweatshirts that is) , , , 

Simon Fiah#r, ScOtd TDS 6ND. Adam 
Frsdlty, Wc.fcs; DbrtWWood. D«rla Res 
4F01: 0«vid Ftotcher W Mkb D VS 3J A; Paul 
Campbell, N Ireland 8T20 SEP; Jonathan 
Dakin, Ei'tiam B3C SA AVonumonl, 
Wettest ar WH3 7RJ; Rktwrd Stlrk, York 
YOl 4&N; Julian Wake. Swansea SA7 9XQ, 
Tarry Orman, Stythunptiin S42 SLA; 
Duncan Hale. Her*; ENc 3DL; Sarah Smith, 
Elia* KK JFTY; Peter Srmhfls. S YctrfcaDNS 
SEP; N Faulkner. Northampton NH7 4DO; 
Martin Tuntar, Kent DAIS SPH; Da rid 
Nkhalb. Staffs DEI 3 OflS; S b r urnim, 
BoAsSLI 1HT; N Lnmgs, Devon EX 1* mQj 
Mra DM Price, Cornwall PU1 II EL; Andrew 
Waters, Aberdeen ABIOJS; S Mrtha, 
London W1 3 SOD; Juken Chambntiynr 
GloaGLZ 8EUj Brain Christie. Belfast BH 
1 WH; David FeirwMitiw,Uno8B3 3AZ, D 
Fmiater, Leeds LSI T OOQ . A D Wrvtb Glos 
GL3 BHD; Mrs J BCook, Nt.tl s IMG33SPY- 
Paul Dolan, OxonOXll OPJ; Karan Smith, 
Dnrfav DET 3HY; GP Howes. South 
Humbci side OhtM 7HO; Miss L K Knight, 

Karff ME 13 SJP ; Scott Harldna, N Ireland 
BT20 4JU; C Giiaon, Norfolk NR31 8QG, 
NmvaKf morion. Staffs STS OJB; Paul 
Palmer, Donat SP7 OhIU; M Clirlderfiou se 
Norfolk NR 12 8VL, Gary Humphrey. N 
Ireland BT24BBS; Sandm Sh evil I Sonav 
CR3 2ST. Farffon Trovrick, Eseex; William 
Chuidi. Cornwa ll PL14 6EH 


BOINGG BOING!! 
NAME THAT THING 

That's what Gremlin Graphics 
wanted you to do — christen 
their heroic sprite. The tOO best 
answers get e limited edition 
Thing on a Spring T-shirt, Here 
they are: 

Kflrt W*d**ck r Hmta SPS 2HF; Nigel 
Norfolk NRl i ^BD* Andrew Ml ns hall. W 
Ybrki WF2 BSB, lvorL«snBFd. SKrnpi SYS 
4PA: Gary Carr, Marey IV30ZTA; C 
Md-ftan, CRmhire WA$ Uiomas 
Undofiv Shree* SV12 SBY; Lyflno Kniqht, 
K*ill ME13 9kM: D«n Rahi r B*rk SU 6LW; 
Den McCarthy, Ccurtty Cork . Eire; £ 
Jtawidk. Bod* LUS 4PA: DT Lynch. Kent 
Bfm 7RL~ Msrtm HayrMS$ t . ComwaFI EX23 
GNA; A G rouridw;it«r r NorthMrnLwiiand 
N€23 &NT; idM Mahay. B harti 02* 
SBO’ Robert Hunt. W YortiS BD9 5JJ ; S 
Rowa r WSukHM BN124AU; P D Livn r 
Swnmvt TA21 BHA; Mark Hahba Tyiw& 
WMF NEST 2AL; S J G Hwvh, B ham BiZ7 
lUG; Chrratoph-Br Maru: le*, Chathira WA? 
pUW; K«vih Mundovy. Karri TN30 SQL; 


Tirsq Al- Ceveniry CVS SGR; JoahTi* 
Dmny, Cfeshi rft skft ZDA; G R obdn&afl. 
Tyn# tb Wkr NOS OWT; Ahdrew Ball. 


0T4 1GD; Ami new Baldrvj W 
Suehk RH 1 s QGH; Michael Burg*H. 
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6. Bounty Bob- (others -ahfc derived 
from SpectrunToames) 

7. Airwolf (it's TV F others all cinem# 
film*) 

8. Return to Eden (others ell text- 
only) 


You're cheating we know you are. 
because this is the best test of 
luteraf thinking — cheating. Any- 
way, herd's the rating system and 
the answers. 


OL12 Simon Hearty, Sttetturid &30 
6JP; Andrus OrftE, LoikIw) S€S TOR: 

John VVfcttm*c uft. HWftkefipiid GIpM, 
Wm* Mir WR5 1QH; Garv Patto 
Northumberland NE24 5BN; Id avid Vurkar* 
Herts HPS SHU; Geoffrey Upton, 

92fl 3YM. David hrguMn, CM*rt"ink Gfll 
1EU; Philip MrtJh&ms, Co DurWpm DHB 
7HN; Paul Dunlop, London NWS 3TX ; 
Richard Barron, ElSasmara Port L Fj$ 9fiQ; 
Jonathan White, Lttt&0l3 56 Y; Matthew 
CarsM*. Kent ME73RR- Paul McCLu illiim, 
Middlesex UBS 3FR: Justin McNau q hteflr 
MkldlHU NAS T$U , Abadalr Gordon, 
Surtty SM3 9TH; Mr A Hop-wood, London 
SEA 7JH; S Irvine, NewcasJ le-U -Tyne NE20 
SPG, Martin Hoip, W Yorks HD3 SPY; M 
Goodin, London SE22 DBA; DavU 
Farguson, Clvdotiank 1EU: Jason 
Fold, London Ed ShIL; Allan WshO Surrey 
SMI 2NH, Kevin Martin, PaterB enough PS - 
OPR, Paul Hung, London £27 7ND: Mr P 
Bentir$en r Lo™m5E* 2 J H; Steven Smith,. 
Leads LG IS 1HN; Darren Oddis, Lancs 
BBtO 4DN; Alan Patrick, Co Antrim BT2S 
2UJ‘; M Daywi BiVk* SL6 ODU: P*t*r 
Hniqh, S Yorks ONI? JOT; David 
Fitjgftald, Limerkli; Andr a. Hammond, 
Sun ey GU25 4EU ; Stuart T omkkivon F 
SlaHs 5T4 6RU; Svan Hopkint, Portmeuth 
PGZ OLA; Graham Kinnaat. Norths mpton 
hINJ 1 DN : Michael Hogg, Tyne A Wear 
NE34 GUY: Andrew Howard, Herts -CM23 
3LN; Mrs Joy Cook, Notta NG22 SPY: J 
Downes, B'bam &?aGXN; THamniounds, 
S Yorks S7J8PF; Mrs B Lomas. Devon 
EXIT GAG; Stelano Datos , London N3 IPS. 
S^in-dy Brantley, Borka SLl 1RT; Kfrv 
McCabe, Cumbria CA2 4HZ; David Charbes, 
Le wester LE5 2NS : Richard Walker. W Midi 
DY3 3SB, A 5p.li, Cheshire WAZ ODP; 
Graham Ratfi . W Midi DY7 SAD; Andrew 
Glenn, Ncrth«nt«NN109DJ: B D 
Evering ham. Essen RMS 9Xfl ; James 
Wi n ter, Ox on OX 10 DHL; Simon 
Mleldewrinht. G warn NP a ABA; B Wrong, 
Herts ALfl fiEN; Dairen Bland, Noffofh 
VIJt 7NH; Michael Sindeir, Belfast BT4 
2EW: Wayne PiartOrt, Mid Glfin CF*5 
4SU; ErfeHc^a. Tvne* Wear NE31 2AL, 
David fJmhulte, Staffs D€ 13 DBS, 

Bunting, Derby DE4 1BH; Craig Dibble, 

Wo res WR9 7HF; M Wijstftf, Durham DU 
IDA; Tarry Onum, Southampton 502 5LA; 
Rupln UkhanJ. London 5W17 0TG. Julian 
Bryant, Berks RG4QHB. Fay Doyle, Jeraay; 
Andy Nichoha, Land PE 12 60 E; @ 
Sandfrraon, ShaHbid G3C ME; Jon 
Godfrey, Bristol E£ 15 4NB; Steven Lee. 
Hants GU 12 flOF, Darren Gordon, 
Portsmouth POB SJL; Simon DimalSna. 
Notts NG22BOE 


fesf f. Score Z points for each 
correct answer: 1-A: 2 *C; 3-F; 4 R; 
5-B; 6-H; 7-BB; 8-Z; 9-P; 10-E; IV 
U; 12Y; 13-J; 14^K; 15-N; 16HM; 
T7-Q; 1&-L; 19-CC; 30-G 

Y Cur see re 


Te^t 5 , Score 2 point* lor oath 
correct answer (the doubled up 
one* don't matter in which order 
you getthwi]]; 

mey'viB all had Successful pr<!:que^s 

2 . Djtto, BUT they can all be played 
2 player,. head-to 4 iesd 

3. All contain pieces of music by 
Rob Hubbard 

4. They ware $11 ZZAPP Siraler* 

5 - They all use Nova load 

6 . All games featured illustratively 

□n ZZAP1 covers 

7. All games involve shovelling 
earth about 

B. All games feature digitised 
speech 


Test 2. Score 2 points for each 
correct am weir: 1 Drop^one; 2 
Entombed; 3 Kikstart : 4 St range- 
loop; 5 Gribbly’s Day Out; 6 Beach 
Head II; 7 A View To a Kill; 8 Way of 
the Exploding Fist; D Elidon; 10 
Summ er Gamas l| 


what they are, and pleaae 
ensure that the envelope does 
contain the words ZZAP! 64 
MAGAZINE as part of the overall 
address* otherwise our post 
sorting people are likely to lose 
you in the melee! If you are 
sending in several competitions 
and/or editorial material (eg 
fetters, tips etc} in one envelope,, 
please make sure rt is clearly 
marked MULTIPLE ENTRIES 
and It does help if you also fist 
the actual contents on the outer 
enveloj 


Test 3. Score 2 points for each 
correct answer; 1 Theatre Europe; 
2 World Series Baseball; 3 [Jack 
Charlton's) Matdi Fishing; 4 The 
fourth Protocol; 5 Way ’ of the 
Exploding Fist; 6 Confuzion; 7 
Gnbbly’s Day Out; 8 Chicken 
Chase; 9 Everyone's a Wally; 10 
Lode Runner 


Overa If rating: 

Now add up your score* on ell five 
test*. The total is your new per- 
sonal joystick wobbling fating — 
the bigger wobbler you are r the 
higher your score will be — obvious 
huh!? 

Under 25 — Scorelord sees you 
after schoo l 

2G-56 — Stick to Sna kes & Ladders 
5 1 -60 — You Ye learnt the differ- 
ence between joysidc port 1 and 2 
61-70— Now you can actually hold 
a joystick property 
71-00 — Reasonably cool Frond 
81-100 — Rfgnafl beater 
101 -ni — Master Etta*,*. 

112 — Master Blaster 
Over 1 12 — Gary's Pokes obviously 
work batter ‘n we thought, you 
cheat „ . . 


Test 4- Score 2 points for each 
correct answer; 

1. Penetrate r (others all scroll m 
both directions) 

2 . Bruce Ice (other all split-screen 2 

players} 

3. Frankie (others all totally icon- 
driven} 

4. Loco (others ail released by 
Gremlin Graphics) 

5. Gary Penn (others ail left ZZAP I \ 


PLEASE DO NOT 
CLOSE ANYTHING 
TO DO WITH MAIL ORDER OR 
SUBSCRIPTIONS with 
eomp«titiQn or editorial 
material Competition post only 
gets check od when a 
competition is over and 
therefore mail order bits may 
well be delayed for over a 
month if you have end used any . 


How to enter your challenge 

I ,L 

1 State games and score? dearly an the form provided lor ■ close 
copy}. Vou Ctrl give fewer thsn four games if you wish. 

2. Stitt l*vtf Ad-iivv#d it the era! if nch gem a, either the wive 
number [H possible), rating -cm- some IndiuiEipn pi hew far you Went 
into die -jm e akmg with thetima taken to complete rhe y ama. 

3. In the sp ace pmvkkfld write further details about tha game which 
might help to confirm your score. It it's an arcade adventure then 


THE ENTOMBED 
MAP TROPHY 


write the parcanteQ* «nd If it hit t lime timh dr benue thin stale 
how long was Wt and what L«nut wit awarded Othw drtiHi 
in-cludc things like the game crashing bacauae of tha high-Miro 
achieved or whether the game resets at a corteiin point. Any other 
relevant detail! will be useful, 

&. Poet yeur entiy to; 2l & p Chullenge, Tzapl 64, PQ ie, tudknw. 
BHfnftfaa,SYIUK 


Yes, I'm ready to challenge the Zzap champion on the following games 
Game ■■ ■■ ' 5-s--- Ha + n pi - i ■■ in a ■■■ 8cwe, Level reached..,,., 


Time taken 


ENTOMBED Mop competition. 
A one off winning, this, since the 
trophy is unique of course. 

Th-r* winners (for they are a 
team of cartograpt -ers* 
explorers, whipists end artists, 
hail from the general area of 
Royston, Hertfordshire. 

THE WINNING TEAM: Barry 
Smart, Edward Bradley* 
Deborah marriage* Manriti 
Roberts, Natl Bormett, Bobby 
Jones and William Stewart. 
Eddie Bradley is the one who 
drew the map itself* some 
sn ippets of which you can see 
here. Well done the team . . , f 


Other details. 


Game 


Score 


Level rfteched 


Time taken 


Other detaih 


Game 


Level reached 


Time taken 


Other details 


Game 


Level reached 


Time taken 


Other details 


lint: main r-opid fwvj Ed □bllln wtty trl Eh« 6 * ^Vn^fWl . !H "Ye?', fl'Vfl Pull Juldib oo 


Did yume^p'^rf mrvfcihnats bugsnr 

nle piecy uPpapei.l 


I promise these scores are genuine. Signed 


Name 


IN GENERAL 


Address 


Please ensure that ALL your 
competition entries are clearly 
marked on the envelope as to 
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SPLAT! (gently) 


Yes it's true. 


in dustry have b eon i A/a i tin g 
. n 9 ieap. Just as the spring 

GROUP M ^ G °° d CaUSe ' because we want & r *ise money for DR. BARNARDO'Sand THE A CTtON 


for. ... in the Spring of 1 986 the Newsfieid Nutters are going to take a flying leap Justus ^hesnrinn 
owfjpoke their first wary /eaves aboveground, Newsfieid wifi come thun derma down unnfthJL 


AS [ F LIFE in the Tower wasn't exciting enough the ZZAPl Soft in the 
to. t D, suggested [hat we ail jump out of an aeroplane. Weil, we all 
mought he was just berng terribly rode, but the next thing we knaw 
he was ringing up all sorts of organisations and even booking a 
Hercules with the fled Devils. " 

Franco Frey, being the nearest thing that we have to Action Man, 
expressed his delight at the idea. When we noticed him practising 
san dings — jumping off every five foot wall he chanced upon — we 
realised it was time for some concerted action to stop this lunacy. 


Unfortunately, we were too 
late by this stage. Not only had 
the pro-jump ranks swelled with 
the addition of Oli, but ED had 


even dreamed up a good reason 
why we had to do it. What 
decent sort of person could 
refuse an opportunity to raise 
money for charity? Even if it 
does mean throwing oneself out 
of a dowdy Hercules flying an as 
yet unknown number of feet off 
the ground, and descending 
courtesy of an overgrown table- 
cloth? 

The plan has now evolved 
fully. It seems that we are all 
going to put ourselves at your 
mercy: you will decide which six 
Of us from the Towers are to per- 
form. this dreadful deed. {’'Any' 1 
of us it may not include Lloyd; 
he has given ED dozens of 
medical reasons why be 
shouldn't jump. Lloyd has been 
given two weeks to produce a 
Doctor’s note), 

The whole plan is so simple 
even you can't back out, dear 
reader. Fill in the form below, 
naming your victim, yourself 
and filling in your address. You 


can have as many votes as you 
like but the cost of EACH vote is 
El. 00, So, if you want to vote for 
Gaz2a the Penncil twice send us 
£2,00 with your votes. All of the 
money that you send will be 
donated to Or Barnardo's and 
The Action Group. Both char- 
ities are heavily into providing 
electronic aids for the handn 
capped. The Action Group also 
asked us to appeal for any un- 
used computers, sick or fit, 
because they can put them to 
good use. We will tell you 
exactly how your money is 
going to be used in future 
issues. 

Just to make things a bit more 
interesting, we are asking the 
software industry to donate lots 
of prizes for you to win. Answer 
the questions below and com- 
plete the tiebreaking phrase and 
you could be a winner. We don't 
know how many prizes there will 
be yet, but rest assured, there 
will be lots of lovely w inn able 
thingies. Fret not, we will keep 
you posted in the issues leading 
up to the jump, 



i want , ,i ,,,,,,,,,, , to jump out of a very high flying 
Hercules (He or she may use a parachute at his or her 
discretion} 

I enclose a donation of £ (minimum of £1.00j 

and no coins, please. We get charged for receiving 
them. 


THE COMPETITJONY BIT 


Name three flight simulation games 

ID 


I am frequently known as 


<2} 

(3} 


and can be reached at 

^ fl ® ^ + i i la .■ - ft, >f> ■) ■, ^ 




' ■ * a ■ • 4 ■■■■■-* 




« ■ I ■ P R ft 


P 1 ft r 


* - ¥ - 


In fifteen words or less, using your skill, judgement 
as id a pen complete the phrase below in the most apt 
and original way . , . . 

J WANT JULIAN RIGNALL TO JUMP BECAUSE 


SEND YOUR VOTES AND LOOT (NO COINS!} to 

WHEEEEE SPLAT! 

POBox 10, Ludlow, Shropshire, SYS 1DB 


■> 



'uuG 1 ' 


T0PPRESS! Oli offers original cover painting as a prize for the voters in the Loony Leap Charity Competition! 
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NOVEMBER 


F ar, far into the future in a 
dim distant galaxy a fleet of 
Robo Freighters were 
making their way to the Beta Ceti 
system when disaster struck. 
Trie ships ran Into an unch alter- 
ed field of asteroids end were 
bombarded by powerful radion- 
ic beams. While these rays 
didn't actually affect the ships in 
any wav, the robots, and con- 
sequently the human crew 
members, weren't quite so 
lucky. It later arose that the 
robots' circuitry became scram- 
bled whilst travelling through 
this fie id, rendering them hyper- 
active. This resulted fn every 
crew member in the fleet 
eradicated by the now 
robots, 

o make matters worse, eight 
of the ships were last seen 
breaking away and heading for 
enemy space. Should the Droids 
fall into enemy hands then they 
could be used against men to 
cause his ultimate downfall. The 
only way to prevent such e dis- 
aster from occuring is by dest- 
roying every lest robot present 
on the renegade freighters, 

A prototype Droid, known ss 
the RtfluMce Device, has boon 
placed under your command 
and since docking was out of the 
question, it was beamed aboard 
the first ship, the Psradroid 
(hence the title of the gamal. 
This Droid is a effectively little 
more than a self-sufficient 
helmet, possessing its own 
power supply and armament. It 
has the unique ability of being 
able to temporarily take full con- 
trol of any robot, maintaining all 
the working functions of its new 
found host in the process. Natur- 
ally the host robot objects to this 
Intrusion' and attempts to 
resume its normal operation. 
This leads to the device 'burning 
out', so in order to survive fbf 
any great length of time one 
must change hosts regularly. To 


do this one has to gain control of 
the relevant robot's micro- 


circuits. Failure to do so results 
in the destruction of your 'host' 
and ultimately yourself. 

By centering the joystick and 
holding down the fire button 
you enter Transfer Mode. This 
enables you to interface with a 
Droid of your choice by ram- 


Hqwton ConsuttnntB, £7. HIS |oy stick only 


jufcf ftts A 


QUNOi 


Unit type 


Height 

C 0 Ci 9 ^ 
Dr ivc 
©rain 


20 

battle 

\.p3 rfi 

227 M 
bipedal 
neutron ic 


unit type W 

£ntry 


Claii 

Height 
COG i <jht 
Dr iv>c 
©rain 


Un i t 


Cla^b 

i-^ci<jbt 
0 )e ight 
Drive 
©rain 


01 

influence 

i oo ni 

027 *9 

none 

none 


Unit 


£ntrv 

Clo» 

Height 


Drive 

©rain 


23 

^ccuf i t] 
t . 62 ai 

076 *9 

copeck 

neutron 


Side Ltvvutrm of the space freighter 'Porvdrofd', showing 
fh* dock hivah (the pah blue tine indicate* the iewml you 
currently occupy and connecting lift shaft*. 


ill 


a 


□ 
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Although the scrolling 
window technique used In 
Paraded id is similar to that 
of Andrew's previous 
game, Gribbty’s Day Out it 
is in fact better. It's just so 
fast and smooth, with no 
noticeable scree/) glitch at 
all . , , Marvellous! The 
graphics are of the same 
quality as the presentation 
with brilliant and effective 
use of the bas-relief 
technique, giving an 
excellent metallic and 
atmospheric look to the 


There ha ve been se vemi 
new approaches to a shoot 


anything within its own visual 
range. A large majority of the 
decks are larger then a single 
screen, so each is viewed 
through a multidirectional 
scrolling window. One critical 
defect of the optical sensors 
used in the Influence Device is 
that it can't see around comers, 
obstacles or through walls. This 

9 ives rise to what can best be 
escribed as a sort of three 
dimensional view in two dimen- 
sions. 

There are several different 
deck i ay outs, most consisting of 
many smaller rooms with slid- 
ing doors that open when a 
Droid is in close proximity to 
them. Some sections are 
nothing more than a single loc- 
ation white others, such as the 
cargo bays, contain wide open 
spaces leaving you vulnerable 
to attack. There are eight lift 
shafts and many access points 
spread throughout the ship, 
allowing you to freely travel 
from floor to floor. 

By logging on to one Of the 
many consoles about the ship 
one can access the Droid Data 
Library, This contains useful 
information on all of the robots, 
including details on physical 
attributes, such as height, 
weight etc and other relevant 
characteristics. You are restric- 
ted though, in that you can only 
view data on robots of a lower 
rank than yourself, due to the 
fact that access is determined by 
the host Droid's security clear- 
ance. 

There are 24 different types of 
Droid, each with their own pers- 
onality and these are divided 
into 9 classes: Disposal Robots, 
Servant Robots, Messenger 
Robots, Maintenance Robots, 
Crew Droids, Sentinel Droids, 
Battle Droids,, Security Droids 
and the 999 Command Cyborg, 
The latter is the most powerful 
of all robots and can only be 
taken over for a very short 
period offline. There is only ever 
one Command Cyborg per 
freighter. The robots are repres- 
ented on screen as a three digit 
number, the first showing the 
class of Droid and the other two 
merely indicating rank. 

While accessing the console it 
is also possible to view a plan of 
the deck you ere currently inhab- 
iting or a side elevation of the 
ship. The former shows ell elev- 
ators, consoles and energisers 
present on the deck while the 
latter is a simple representation 
of all decks end the lift shafts 
adjoining them. 

Droids can be destroyed In 
one of three ways: by ramming, 
shooting or transferring. The 
first method is only really viable 
if you are in possession of a well 
armoured Dnoid f since you can 
be considerably weakened on 
ramming. Shooting is the 
quickest and easiest way of dis- 
posing of a Droid, higher ranks 
requiring many hits for comp- 
lete destruction. Some Droids 
Fire back so the utmost caution 


ming it, and initiates the transfer 
sequence. On merging with a 
robot you are reminded of the 
device you currently control and 
informed of the one you wish to 
take over. You are then present- 
ed with two sections of circuitry 
containing twelve wires from 
both yourself and the target 
Droid. One must select which 
side, and therefore colour, is 
be advantageous 
J a timer counts down 
from 99 to *e ro. 

Some of the wires lead to a 
central bar composed of twelve 
blocks in one of three ways, 
while others, known as Termin- 
ators, don't actually reach at all. 

The object of the exercise is to 
set at least seven of the twelve 
blocks to your chosen colour 
within a given time limit of 99 
units. This is done by strategic- 
ally sending Pulses through the 
wires and into the blocks, the 
Quantity of which depends upon 
the class of robot in your poss- 
ession. If neither Droid has the 
advantage at the end of a ‘houf 
then a Deadlock is called and the 
battle has to commence once 
more with different circuits. 
There's more sophistication 
involved than suggested here, 
but the game instructions 
covers the process adequately. 

Unfortunately, the Influence 
Device has some limited capa- 
bilities and it can only transmit 
details of its immediate surroum 
lings back to your screen, ie 


Mjf M ■ |/r £JC4i t ti-fl r<J 

ha ve been quite so 
stunning as Hewson's 
ParadroiCf. The very first 
time f loaded the program / 
was o verawed by the 
amazing presentation and 
the scrutinous attention to 
detail that the programmer, 
Andrew Braybrook, must 
have gone to such lengths 
to achieve. Such subtelties 
as not being able to 'see' 
around comers and pif tars 
m plain view and the ability 
to callup information on 
the different classes of 
robot, make Parad/old the 
best presented game /have 
ever seen. The use of the 
humble joystick is just as 
impressive — the several 

functions available being 
accessible with startling 
ease and little or no 
confusion. 


p - • r H/ugi cr*i 

weft defined as the 
‘scenery and the use of 
Colour rs exceptional a/I 
round . Bach robot has been 
so well designed and 
implemented that they 
really do have individual 
character. 


For a game of such 
complexity, Paradroid is 
'friendly ' and easy to get 
mto. The inlay instructions 
are concise but 
comprehensive and the 
information contained 
within the program 
complements them 
perfectly. In this game the 
blend of strategy and 
arcade action i$ quite 
unique. Gnbbty's was 
great, but Para droid. . . For 
once words fail me! 
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TEST 


should be exercised when a Hac- 
king one in this manner. Finally, 
the last approach, transferring, 
gives rise to a game of its own as 
previously mentioned. If you 
eliminate several Droids in a 
short period of lime the alert 
status rise and then you can 
score more for each 'kill'. 

On completely clearing a deck 
of all Droid activity the lighting 
system shuts down, plunging 
the entire floor into semi- dark- 
ness, and you receive a small 
bonus. When you final ly cles r al I 
twenty sections of the ship you 
are given a hefty bonus, a con- 
gratulatory message and you 
are beamed aboard the next 
freighter. Finish all eight 
freighters and . . . Well, any 
offers? 
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When Paradroid finally 
arrived in the office l 
wondered if it would he as 
good as Gribbfy'santf 
whether after three months 
o f buitd up the game would 
be a flop, / needn't have 
ied — it's absolutely 
superb/ 


wornt 


The first thing that strikes 
you are the stunning 
graphics. These are 
tremendously effective and 
give the game a fantastic 
spaceship a tmosph ere, 
working perfectly in 
tandem wnh the wonderful 
sound effects. These too, 
add to the general feeling 
of exploring a hostile future 
space environment {listen 
, to the robot con versa don 
\ on the title screen too). 


The gamepiny is 
marvellous, with a nice 
'fee/ 1 as you zoom around 
the ship, especially when 
you become an 'eight' class 
robot The transfer game is 
great fun to play on its own 
and there can be some 
rather tense moments 
(especially when you try to 
go from 00 1 to 883} t The 
really good thing about the 
transfer game rs that with 
practice you can make 
really huge jumps in robot 
classes once you have 
become proficient. 


Overall Paradroid is one of 
the best programs I've Sean 
on the 64, and is one that 
has been keeping my 
interest for several weeks, 
something diet a game 
hasn't done for some time. 
The challenge of clearing 
all eight shtps is immense r 
and even if you do solve it 
there's storeys the 
possibility of bettering your 
score to keep you gotng 
beck to it 


We r re looking vorthmMy down onto □ section of a deck floor 
■ — A left Sto f us GrMft The hi ft none s Ik vice if no w m 
possession of a CUi&s 8 Security Droid (seen centre of 
pluming area} ami it's rmptenishmy it*. enp.rgy r This shot 
ideally shows th & quality of the bas-r^timf 'me t&tfic * effect of 
the graphics. 
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NBVSUPFft S/LVEfl FOjR commodore 


305 

CHIMERA 

316 

CHICKIN CHASE ■ 

309 

WILLOW PATTERN 

318 

MICROCOSM 
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MAIL QtiQCPl 

PlfcSM state name pf game, code numtMt and Ejuanlily maul red, Enclose crowsed 
GliBtiuBTO made paystrfe Id FIREBIRD SOFTWARE Alt cHgps am Subject Ip avail - 
ability QfttefS ana despatched prompts All orica* incliiKve of VAT bmh $ postM# 

HAIL Ofi£j£fl|‘ T FREEPOST FI RERI R D 
WELLINGTON HOUSE. 

UPPER ST MARTIN'S LANE, 

LONDON WC2H ^BR. ’No Stimci I TOji’f J 
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V 


This has to be the best 
combination of shoot em 
Up and strategy in a game 
that I have seen to date. 
Even if you put aside the 
excefien t graphics and 
impressive sound the 
gamepiay elements are 
astounding. When you first 
start to play, the immediate 
reaction /$ to clear as many 
decks as possible, ie wipe 
out the little droids and 
then move on to the harder 
decks. Soon you realise 
that this isn't quite the best 
way of achieving the 
awesome task of clearing 
all twenty decks. 


Colour? o' | . 


atlrsia 




/ found that trying to blast 
away th& higher droids 
meant netting zapped back 
into a 001 influence device 
often f making it very hard 
to find anything to take 
o ver since id wiped out all 
the easier influenced 
droids earl ter on. This 
happened quite fmqu&ntfy 
so now Tve found that the 
best strategy to adopt is to 
clear as many of the more 
difficult decks as possible, 
then comeback for the 
easier ones. 


■ Tr 


£ntrj> 

C fci^ 

Height 
COcight 
D f i \>c 
Qrciin 


The overall ship design is 
amazingly well thought out 
with cargo docks and 
shuttle bays. Every class of 
robot having its own 
personality an d movement 
pattern adds a great deal of 
atmosphere to the game. 
The presentation is 
outstanding and really 
does qualify the 100%. 
Overall this has to be one of 
best releases on the 
Commodore to date and is 
certainly going to be a hard 
act for author Andrew 
Bray brook to follow. 


H 

crcco 

i-72 m 
of>3 

bipedal 

ncutronic 


Htfl Transference Game— the Ui flue nee Device is 

rn trp k r over a Cbsi 4 Maint Droid, hut 
first #m Jias fo se/eef hh colour . , . ffte Pulsars am shown 
down the side* andtha odds don't look too inspiring , » , 


W--1 

. j- 


j t 


A plan vlaw of a d**ck t showing Hftacvoss points, consoles 
and anorgisars, Your entrant position is shown right at the 
and of the ' thin bit'. 



Immaculate, Faultless in 
appearance and execution 
with excellent use of 
joystick. 

Graphics i7% 

Stunning bas-relief effect. 
Brilliant definition and use 
of colour all round. 


Ho music, but incredibly 
effective and atmospheric 
beeps, w hoops and the I ike 
to compensate, 

Hcnknbilitv SERta 

Virtually enforced 
■addiction as you attempt to 
clear the first ship . . . 

. . and once you've cleared 
that there are still seven 
more to go 1 


Value 


mpnoy 


It's been worth the wait and 
it's definitely worth the 
rnpney 

Overall 37% 

THE classic shoot em up. 
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Karate game 


For the spectrum, 
c.64, Amstrad and 
all 48k Ataris at only 


as you know, like the Martial Arts, Perfection , j . 

l$ the only accepted standard, so play nothing s \ _■ 

until you play — system 3 s — international karate 

SYSTEM 3 SOFTWARE. SOUTHBANK HOUSE, BLACK PRINCE ROAD. LONDON SE1 TEL: 01-735 8171. EX. 68 



T-shirts, Sweatshirts 


£4.50 inc! p&p 


It just isn't possible to be 
correctly d ressed unless you're 
Zzapped up properly. How can 
you haute couture or strut your 
stuff without wearing ZZAPt's 
height of f shlon clothing lines? 


bein^ IN, and if you're in, then 


No, there's simply no way out of 
if you'! 

you'll never want to be out of 
our ZZAP! shirts end cap. 
nyway, you get the idee, so 
onto the real business in 
hand . . . 


X 


Slinky T-shirts in high quality 
100% American cotton with 
double stitching on neck and 
shoulder seams for lasting wear 
{seauins are an optional extra 
you II fust have to stitch on 
yourself). Adorned with the 
ZZ APf logo and your favourite 
herOj Rockford (well, if you hate 
him, you can always hang the 
shirt up and throw darts at k) f 
the T-shirts coma in three sizes, 
in pale grey. How can you 
resist . . . ? 

For extra protection against the 
British weather and various 
laser blasts r how about a ZZAP! 
Sweatshirt. These are long- 
sleeved, heavy quality and 
fleecy lined with double 
Stitching on neck and shoulder 
seams. Col ourfast, machine 
washable pale grey and hugely 
improved by the ZZAP! logo and 
(guess who?) the sweatshirts 


ah 


aJso come fn three sizes. 

Having got that a lien -terrorising 
torso safely covered up* have 
you considered the danger from 
cosmic rays constantly pressing 
down on your head? You have? 
Then it's time to do something 
about it by getting a ZZAP] Cap, 
It probably won't do much for 
the cosmic rays, but it will tell 
everyone you J re a conceited 
snappy dresser and make them 
think you get great scores on 
Dropzone. These cotton 
wonders have a stiffening of 
foam, a reinforced peak and a 
snap fastener at the back eo 
adjust for big heads. One size fits 
all (except for 2 million plus 
scorers on Dropzone I and they 
come in dark blue with a white 
ZZAP! logo. 



HtutCc iiSwWWe 

your pen wrist. 


Please send me .... ZZAP! 
t . JJCA T-shirts 

SSK5Sft5S5?o& , " r «■ i , 

countries by application in writing for t - - ■ sweatshirts to.95 each 
postal quote. SD MH Lf~ 

Flei 


Name 
Address — 


■■!!■++ r fr 


'lease allow 23 days for delivery 

ZZAP! 


... * Postcode i 

I enclose cheque/ postal order to ZZAP! 64 for 
£ 

kiiaia ■ ■ ■ ii m . 


- « * i . ZZAP! Caps £3.95 each 

DEPT., PO BOX 10, LUDLOW, SHROPSHIRE SYS IDS 
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THETRE 

PABl 





H yft/rt ifWDOfMicI sonMpiBca, fMi worry about bow to 
gwi home. Em otf Crasw. on * psim-fui^ parade* 
with domestic sonants, woniwi ritfMl tha boat frame - 


J tnd da knew wtasr b Sk was. The paw^mjer* of Ida iner 
'haA*" knew out* that ibee UrnT mi one planet oi 
an tastartod Dfson SpfiefB soter tyalaHL It ms ft hank 
K i l r Buity place... 




SgME BITS WLRE 
DOWMRl&HT 

WlCKEP-.r 

THE CITY 1 Of KEBWOS- 
POR EXAMPLE t„ 


wHCWIE OF THE VICIOUS DESPOT 
VIUGRRRE — HI 5 JUSTICE WRS 
SWIFT, UNFAIR RND PERMANENT 


Wr_ ■ T|_J p L/ CC7P 

GljLLTY OF &RIBINCJ 
TUB MERCHANT PIT 
HflLF THE RPPROUeP 
RATE — 


^-WlPm.E ^ 
THEM ON THE 
PALACE . 

V WJALLS rJ 


— HMD SPIKE THE 
MERCHRNT — 
ALONGSIDE 1 


mf VOLi SHOULD 

HAVE HELP OUT 
FOR. THE FULL AMOUNT, 
ALL TOUR PROPERTY 
m. IS FORFEIT TD ME* 


&OOP* I'LL 
TAKE IT OUTSIDE, 
BRING THE HERE TIC j 
h HE CAH AMUSE ME 
WHILE l EflTw 


NEXT, 


T JH&M , ^ j 

no - no/ please 
mL not mb / d 


I BReflKFAST, SIR -’l 

YOLlR cases are 


WAT ME?/) 


| FINISHER FOR ^ 


L - Jfl 

TODAY , 



The 'heretic' - one of 

RRQRPiq'S PH9SEN&ERS 
CRPTUREP eVVlUS-ARRE'S 
JVTEKJ It/ 


HERETIC/ WHAT fit 
THOSE OUT THERE 
THE TRUTH - OR 

MEN WILL USE 
THE KNIVES 

R&RlNfiv _ m 


GOOD 

MORNING, HERETIC-/ 

IS THIS NOTH FINE \ 
VIEW OF THE PAINTINGS 
' OUR GOPS HAVE ETCHED 
LT IN THE SKY? 


* ^ NOf , V 

NO NOT THAT/ THOSE 
ARE PLftNfcTS — WORLDS 
LIKE THIS ONE — THEY ARE 
t NOT PICTURES PAINTED BT 
■h- YOUR SOPS/ t-l KNOW 
^ YOU PONT BEL; EVE 
l ME — BUT THEY'RE REfiL / 


Y-YES, SURE f THEY RE 

WONDERFUL / ANYTHING 
^ YOU SHY,*/ M 
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OK I BELIEVE YOU, HERETIC 
WHAT 1 WANT ID KNOW IS 
HQk) DO \ REACH THEM* JA 
HOW CAN I TRAVEL TO * ■ 
These PLANETS 
OF HOURS / '^K. 


YES,MY 
PEAR HERETIC 
, I WILL FlNP 
b THIS 4 

l CROSS ~j\ 


P m Ibl STRRSKIPS - m 
VESSELS WHICH MOVE 
THROUGH SPACE/ BLTT I 
KEEP TELLING YOLU DON'T 
KNOW HOW THE 1 / WORK, 
t CAN'T BUILD ONE* 
FIND CROSS - ASK 
^ CROSS ^ HE KNOWS 


(MILL MAKE SHIPS 
FOR ME , SHlPS TD 

TAKE ME TO THESE 

k. 'PLANETS' ' a 


- BUT MV SRANDSiRE ^ 
TOLD TALES OP PEOPLE 
WHO TRAVELLED |N^ 
THE SKY, IN GREAT W 
FLYING WA&ONS^ M 
belching Fire— ^ 

HUGE SMOOTH 1 

ARROW -LIKE TH I NG5 J 
HE SAlP ,*, 


Cross, the leader Of the, 
RRCRPIH'S SURVIVORS, 
WAS ALREADY SEARCHING 
FOR A SHIP - BUT NOT TO 
SPREAD VIL&ARRE'S REl&tsI 
OF TERROR, HIS OBJECTIVE 
WA5 TO GET HIS PASSENGERS 
HOM& ,u 


gp?v o:iL -' "i-' ngs>h 

?&— * LIKE THAT 

rrethe. relics— ^ 

PRIESTS CLAIM THEY WERE MARE 
BY THE G0P5' OWN HANDS — 

THEY GUARD j £M real hard m 

WRY OUT IN THE DESERT,,, M 


P THE PRIESTS ^ 
TEACH THAT THE SKY 
IS R PICTURE PAINTED 
BY THE GODS -THAT, 
VTRflVEL THERE IS C 
NjMPOSSlBLb Mt Jm 


yes, m 
w tot r ' s Right, 

r SHIPS Would BE 
f LIKE TnfiT — ARE 
THERE NONE LEFT,,' 


OLP MRN, 1 MUST go 
TO THESE RELICS, 
WILL YOU HELP ME BY 
SWING SHELTER TO 
m PEOPLE WHILE t 1 
MAKE TA E BOURNE YPJ 


The journey was 

NOT LONG*/* 


And so, with 

THE ARCADIA'S 

PASSENGERS IN THE 
SAFETY OF THE VILLAGE, 

CROSS, SINKlMAS AND 
MANDRELL SET OUT,, 


W IP they 

f HAVE FOOD -and 
THEY'LL SHARE IT) 
THEY'RE WELCOME 
HERE r FRIEND, 


— BUT THERE WERE AMPLE REMINDERS 
THAT IT WAS NOT SAFE EITHER/** 


L STORY BY KELVIN GOSNELL© DRAWN BY OLIVER FREY© 
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SOU WERE RIGHT, 
CRO&S — THOUGH 
GOP KNOWS 

j<3W t>. ^ 


T THIS ^ 

MUST BE 
. lT,CROS5 


CORRECT, THE ' — 

j Shapes ore compatible 

/ yJtTH SHIP HULLS- 'PARCE5 

of nuclear activity too 

MOVE TO THE RIGHT — WE 

COME IN FROM, THERE, IT IS- 
k NOT WELL GUARDED — A 


| I KNOW — 4 

IT ALL 
THAT MATTERS 

^ IN HERE tu 


CROSS PS NOT OUST HUMAN 


these FIRE SHIPS, THIS WAS " 
ONCE A COMMAND OR GUIDANCE 
CENTRE — 1 MUST INTERROGATE 
WHAT IS LEFT OF ITS MEMORY. 1 
YOU MONITOR OUTSipE >■ 
^THREATS,* N 


LEAVE IT, 
MflNPRELL- 

r HE CAN 
L Po IT/ 


^ WHAT? WHO 
fiRE Y&U KIPPING? 

k NO ONE CflN^, 


v nt I DON'T 
> UNDERSTAND Y. 
HOW , BUT rlu 
three elements 

WERE SMASHED 
TOGETHER, when 
k the ARC APIA j 

Jk> CRASHED,,, / 


EiJHAY RRF 


w — H£ r 5 

1 MESH! NO DIRECT"* 

with this old ^ 

SYSTEM'S STORAGE 
BANKS w s*t 


PRETTY NEAT TRICK | T 
BET HE COULD ^ 
f CLEAN UP a fortune 
manipulating the 
L gambling machines 
BACK ON EARTH, > 

^ LH/ jlN-T 


' f- I CRN ^ 

T Reap its 

/ MIND.' there 
IS NOTHING 
TH&Re SLIT 
LOB THIN & BNP 
BLOOD LUST-' 
L THE POOR 


SOMETHING 

Coming — 
something 

hideous i 

l the DqOR,„ 
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.ANYMORE, HE'S PRRT COMPUTER J 

^ AND PflPT vtRuS itt 















t 



DESECRflToRS/ YOU SOIL. 
/THE WORK OF THE - 

Oops / yoa m 

■k SHRLL PRY/ jm 


r — PRY" 
WITH YOUR, 
t LIVES/ 


OOSEF WflWPRELL 
OWLV PBViS WHEN 
HE LOSES fl Set, 
^FRIEND- - ^ 


-AND 

1 


THIS 

GrHME 


THE ODDS RKE 

SHORTER THAN YOU 
mNK,MAr\>t?RELL- 
THESE MACHINES 
HAVE LOIN INflCTiVJE 
POR CENTURIES — j 


TUJtte 


1/ THOU&H 
■r 1 DON'T FJ&URE^ 

W THE NEXT ©f|M£ 

¥ TOO WELL —TRYING 
f To ESCAPE FfiOMTHE 
BACKSIPE of NOWHERE 
WITH R PSi-FREflK AND 
fl MIXTURE OF WIN, 
MACHINE AND R 
L COLLECTION OF BU&S 
L IN fl SHIP WE KNOW 

nothin© Fieour,,, 


- NONE ^ 

r OF THEBE 

vessels HERE 

WILL EVER LEAVE 
L THIS PLANET 
^ R&AIN / 


I 
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From time to time a software title is released, so innovative that it breaks new ground in 
graphical and technical achievement — Fight Night, ihe first animated simulation on the 
C64 is more than a game, more Ihan a simulation — it is a revelation! 

fl has class, it has style — forget the rest, Fight Night is quite simply the absolute best 
— Tony Takoushi Computer & Video Games/Comp uler Trade Weekly. 

it's like watching and playing a cartoon computer version of Rocky. Fight Night has 
pushed the graphical capabilities of the CS4 to its utmost limits " — Zzap 64 November. 


NIGHT 


Available for 
Commodore 64 

Cassette £ 9.95 
Disk £ 14.95 







'I 











r "SCOOby DOO" 

The First Ever Computer Cartoon! 

Whether he's being hotly pursued at midnight 

■ iftop, or scrabbling 

of a creepy old dungeon 
tlways at the centre of 
ter cartoon Scoobv goes 
■ern s in a run away coal- 


"spectrum 

£6.95 

mow® 

£7.95 

mstrad 

. £8.95 


Elite Systems, Anchor House, Anchor React ai 


*** 










